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ROD, ARE YOU SURE THAT'S THE 
WAY YOU MADE ALLIANCES IN THE 
"GOOD OLD DAYS"? 
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EDITORIAL 



.Rod Walker 



If the Diplomacy hobby owes thanks 
to anyone this year, it is to three men; 
Herb Barents of Michigan, Mark Berch of 
Virginia, and Fred Davis of Maryland, 
They constitute the 1981-1982 DipCon 
Committee of Three, which each year is 
charged with setting up the annual Dip- 
Con and coordinating with the host war- 
gaming Con. This year' s Committee has 
been particularly diligent in discharg- 
ing its responsibilities* 

It ? s hard to recall now, but the 
subject of DipCon was once one fraught 
with controversy. There were constant 
fights over where it was to be held, 
which region(s) had had it the most, who 
would get to choose uhe next site, who 
got to run the tournament, and so' on. 

The DipCon Society, and its Commit- 
tee of One/Two/Three, was created to end 
the confusion, the controversy, the po- 
litical infighting. «. and it has worked 
wonderfully well. It was originally 
conceived by Dave Kadlecek and Greg Cos- 
tikyan, and their proposed Charter forme 
the basis of the one which was finally 
adopted. Under it the DipCon site is 
rotated around the country and the Con 
is managed by a small committee of hob- 
byists. It normally has three members 
but can have two or one. 

Chaired by Herb Barents, editor of 
B.C.A.S.T., one of the postal hobby's 
oldest and most reliable publications, 



the Committee of Three for DipCon XV 
has quietly worked to put together 
the 1982 Con. The Charter requires 
that copies of basic correspondence 
be sent to the editor of the hobby's 
largest publication, so that I have 
had the privilege of seeing this trio 
at work* 

And this is a hard-working trio, 
believe me! A flood of paperwork has 
crossed my desk. .. communications be- 
tween the members of the Committee, 
between them and the host Con (Or- 
igins) 9 and between them and other 
members of the hobby* Already this 
early in the year the Committee is 
putting the finishing touches on 
setting up a DipCon which may be the 
best ever , and on a 
naraent which in all 



be the largest ever 



Diplomacy Tour- 
likelihood will 
seen at a Dip- 



Con. 

Let me say it for all Diplomacy 
players who will attend the Baltimore 
DipCon; Thanks , Herb, Mark, and Fred, 

SIDE ISSUER The host for Dip- 
Con XVI (1983) will be selected at 
Baltimore. The DipCon rotation (ex- 
plained elsewhere thish) gives pri- 
ority to the Mid-West , While I do 
not know how many bids there will be, 
I do know there will be one from 
Detroit. Barring some truly 
(Continued on p. 17) 
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by James Meinel 



OBBY STABILITY: 

Pipe Dream or Workable Goal? 



The Diplomacy postal hobby has al- 
ways been a fractious one, fraught with 
controversy and upheavals as 1 zines and 
players appear and disappear and feuds 
rage back and forth. In DIPLOMACY 
;VO"HLD 27 former editor Jerry Jones dis- 
cussed a possible result of the turbu- 
lent nature of the hobby - the rela- 
tively brief careers of postal hobby 
aembers as opposed to other hobby mem- 
bers. Many people see this disruptive 
lature as totally undesirable and would 
Like to see the hobby made up of (rel- 
atively) stable and reasonable individ- 
ials. What is actually the case, how- 
sver, is that the hobby will always be 
)ne of tumult and controversy, and that 
,he hobby's structure must be designed 
,0 accommodate this inevitable conflict 
^ather than attempt to suppress it. 

The easiest question to answer" 
'irst is why is the hobby so combative 
.n the first plsce? Athe root of the 
uiswer is the very nature of the game 
)f Diplomacy itself. The game is de- 
signed such that, as Rod Walker put it 
■ n The Gamer 1 s Guide to Diplomacy , "vi- 
:es are turned into virtues", and lying, 
;heating, and deceit are all seqn as ac- 
eptable forms of behavior. Before a per- 
son 1 s first game has hardly begun he will 
mmediately know if the game is right for 
im or not* Those' who disapprove of that 
ype of behavior, even in only a game 
;etting, will disappear from the scene, 
onversely, those who enjoy (some would 
:ay, "revel in") that behavior stick 
.round and keep playing. This initial 
eriod of weeding out people leaves a 
ool of players who are willing to accept 
he "dirty tactics" of the game and to 
.efend their use of them. 

The second step in the filtering 
rocess is when a player makes the switch 
rom FTF play to postal play. As any 
layer knows it is easier (and more fun) 
0 insult and taunt others in a game 
hen you cannot see them and have to 
ace up to them. The impersonal na- 
ure of letters and press makes this 
ohavior easier to engage in. Scald- 
ng press, denouncing letters or an 



absence of letters, and vicious stabs 
all will tend to drive out of the hob- 
by the fainthearted and less determ- 
ined, leaving a core of players who 
may be termed "combative". At any 
point in time the hobby will be made 
up of a number of this type of play- 
er; frankly, someone who isn't going 
to take a lot of flak from someone 
without responding. Barbs and 
cracks will not go unanswered, per- 
ceived sloppy play or questionable 
actions will be attacked, and apolo- 
gies will generally be slow in com- 
ing. To be sure not all members of 
the hobby are of this temperament. 
A majority of the people are quietly 
playing their games and are content 
to do so. But even those quite peo- 
ple have a characteristic shared with 
the morefeisty; persistance* It 
takes a lot of that quality to play 
in games, engage in correspondence, 
run ' zines, and (unfortunately) keep 
feuds running. What is imporant to 
understand is that given those con- 
ditions this turbulent evironment is 
natural and efforts should be direc- 
ted toward creating a framework 
within the hobby that will accommo- 
date and protect it from internal 





my 



". . . so then , 
dear, — you 
won" t believe- 
rs}—^ Ahmose had the 
\r-^J slaves turn down 
all the lamps 
and leave the 
room, except for 
a clever little 
eunuch strum- 
ming softly on 
his nef er- 
P link , and he 
took my hand, 
and I thought 
to myself, 

'Self, this is it i 1 , and then he 
laid his head in my lap, and looked 
up into my eyes, and said, f GK, let T s 
stab Russia and all I want is War- 
saw. ' " 
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destruction. Can such a "turbulent but 
-table" atmosphere be create a? Tnere^ 
ar-P several points which are crucial 
promoting stability within the hoboy. 

Th^ first dace to look to for 
hobby stability is the individual, 
it's an old cliche but the group is on- 
ly as strong as its members, playing 
Diplomacy is more than just being able 
to nush blocks and sell a line. It 
demands maturity and a high degree of 
sportsmanship from the players. Any- 
thing less than that idea would not en- 
able players to lie, cheat, and back- 
stab each other and still walk away 
from a game as friends. This is a dif- 
ficult level to achieve when one remem- 
bers that it takes twice the maturity 
to deal with immature players in the 
first place. No matter how organized 
the hobby becomes any structure will 
be defeated if players (and publish- 
ers) cannot maintain these standards 
of behavior. 

A major attitude necessary in 
creating a strong hobby infrastructure 
is toleration of legitimate differen- 
ces in game philosophies. Debate on 
these points is desirable but should 
be om a fprum oriented toward toler- 
ance of variety rather than trying to 
get everyone to agree. There are many 
legitimate differences- in how a Diplo- 
macy game can be played (or conducted). 
The diversity of philosophies, of pub- 
lishers and players, actually helps 
the hobby, for wider ranges of parti- 
cipants are drawn in. A large array 
of differing ' sines provides people 
with a selection to suit their own 
tastes. The drive toward uniformity 
is a misguided one, for such standard- 
isation only discourages innovation 
and creativity and promotes dispute. 
Given the individual nature of the typ- 
ical Diplomacy advocate it would be 
unrealistic to try to impose uniform 
hobby standards. Just the existence 
of the Boardman Numbers is a relative- 
ly big step in that direction and is 
probably as far as one will get con- 
cerning game uniformity, A standard 
number for each postal game is an in- 
offensive way to get everyone to agree 
on one point at least and provide some 
semblance of hobby uniformity. 

The question of how to handle 
hobby feuds that are inevitably going 



to appear is still a big issue and. 
one which perhaps represents the most 
destructive threat the hobby will 
face (besides apathy). Some people 
deal with feuds in a very simple man- 
ner; they print nothing about" them ■ 
and ignore them. This approach has 
the advantage of keeping the mud- 
slinging to a minimum and reducing 
the exposure- of the feud to people 
who would just as soon not hear about 
it. The drawback is that feuds can 
generally be defined as "substantive" 
vs. "nonsubstantive", with substan- 
tive feuds by definition representing 
genuine points of debate that may 
necessitate broader hobby awareness 
and involvement. Seen in this light 
the point then becomes one of defin- 
ing what is substative and what is 
not, and who will make that determ- 
ination, it's not an easy decision 
but if feuds can be discussed on 
that level then a long way has been 
gone toward providing a rational 
framework for dealing with them. 

Cne concept tnat has recently 
been gaining popularity and is great 
fun is the regional con. It is usu- 
ally spontaneously planned and is 
held in a regional area of the coun- 
try by mostly postal players who want 
go get together for a weekend orgy of 
FTF play. These cons provide an ex- 
cellent way for people in the hobby 
to get together, have some fun, and 
meet their corresponding counterparts, 
Nothing but good can come from these 
events and the resulting friendships 
made and strengthened can only help 
the hobby as a whole. The yearly 
DipCcn is an important event in this 
regard but if the idea of regional 
cons catches on then more people in 
the hobby will have an opportunity to 
meet others without having to go to 
the great expense of time and travel 
to do go. It doesn't have to evolve 
into a regular event; the element of 
spontaneity seems to be a. desirable 
quality of these outings. It may be 
a simplification but ail it appears 
to require is plenty of advance pub- 
licity and a few individuals willing 
to arrange a time and place to play. 
Some cons have already been going on 
(Midwest Con, TyrneCon) and the poten- 
tial for others exist ( SouthernCon , 
MountainCon, NorohwestCon) . 
(Continued on n. 13) 
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I've Got A Little List 



Scott Marley 



As someday it might happen I may have to stab a friend 
I've got a little list—I've got a little list 

Of players of IUplomac;y who bother me no end 

Who never would be missed! Who never would be missed! 
The clods who lay their, armies on their sides, and then those chaps 
Who borrow all your pencils and then mark up all your maps, 
The timid young beginner who is innocent and shy, 
Who doesn' t break a promise and who never tells a lie, 
And nasn- t played a parlor game since Granny taught him whist — 

They'd none of them be zaissed! They 5 d none of them be missed! 

The fellow who writes articles to popular acclaim, 

The self-made theorist 3 I*ve got him on the list ! 

lie* 3 much too busy lecturing to ever play the game — 

He never would be missed! He never would be missed! 

The D-and-D enthusiast whose attitude is brisk, 

Who glances at the board and says, "This game's a lot like Risk!" 
The conflict simulations nut who likes his rales complex 
And gets confused by games that haven't got a single hex, 
The girlfriend of the host who says she wants to "co-exist" , 

They f d none of them be missed! They* d none of them be missed! 

That Italy who opens 'iith Lepanto every time, 

The modern strategist, I've got him on the list! 
The ever™ faithful ally who thinks treachery's a crime, J 

He never would be missed! He never would be missed! 
The analyst of stalemate lines who never knows a flaw 
And manages to make each game a seven-player draw, 
The irritating fellow who, before he makes his play, 
Must ^ check his little guide to see what Walker has to say, 
IM1 line them up in order and then give the blade a twist, 

And they never will be missed! They never will J be missed! 



( Map ted from The Mikado . ) 




"Well, all right, if you want it 
that badly, I'll support you 
into the East Med*" 
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Cfje P#3l&g> Opening 

Unorthodox Openings #5- ............. .Mark L. Berch 



Seizure of England's traditional 
neutral, Norway, usually requires only 
one fleet, leaving the other free to 
pursue various goals. If Russia opens 
A Mo s- StP, England will often want to 
use the fleet to support the attack on 
Norway* If France opens F Bre-Eng, the 
fleet will usually he needed there* But 
in most cases, neither of these dis- 
tractions occurs. On rare occasions, 
England will do nothing, but most com- 
monly the fleet will be deployed in FQ1 
either on the attack; or to aid France 
or Germany, one against the other* 
There are two main theatres* Europe 
proper (Mid to Hel) or Scandinavia (Hel 
to Bar) a If "England chooses Russia as 
his first target, the usual approach is 
the Barents Opening (F Nrg-Bar In F01) . 
But England can start at the southern 
end ^ giving the Bohas Opening: 



1 .urn-Nth, F 

Nrg C A Edi* 



;i32XiSja-J^2i : A Lpl 
Sdi-Nrg. 

Is^LJ^Ql'' A Edi-£ 

p Nth- oka. 

(The Bay of Bohas is In the Interior of 
the Skagerrak, ) 

This opening has received astonish- 
ingly ^ little attention, I have read a ! 
number of major treatments of English 
openings, and this is almost never men- 
tioned, though the other anti-Russian 
opening Is nearly always described. 
The Bohas is neither better nor worse 
than the Barents, just different, as 
the Initial target is Sweden rather than 
St. Petersburg. The opening is clearly 
more isky than the Barents, but is also 
more flexible*, 

Diplomatically, the mo st important 
element is a very strong alliance with. 
Germany. Because the North Sea will be 
vacated in F01, England is very vulner- 
able then to a German stab* Further, 
this may set a precedent, and Germany 
could argue later, "You vacated North 
before, so why not trust me and do it 
again?" Of course^ any early attack on 
Russia requires the cooperation of Ger- 
many for decent results* One of the 
difficult judgements to make Is when 
and whether to tell Germany that this 
opening will be used. If he is told 



early on, he may decide to hinge his 
entire diplomacy on a move to the Nth 
in F01. If he is told later, he may 
not have time to line up the correct 
alliance structure to back up a move 
to Nth* England may be able to get by 
without telling Germany at all. Say- 
ing, !! *..and in the Fall I'll move my 
fleet directly against Russia 1 " may 
lead him to assume that England has F 
Nrg-Bar in mind. It's best to avoid 
lying directly to him on this point, 
but telling him too early will get him 
to thinking how handy German F Nth 
would be. 

The second element Is a blitz of 
Russia; that is, getting AUS/TUR to 
join ENG/GER in the attack* The goal 
here is to avoid a W01 build in StP, 
as England does not want his support 
of A Nwy cut in SG2. The best way is 
simply to deny Russia any builds at 
all. However-, even if Russia gets a 
build In WQ1, the pressure of AUS/TUR 
in the south Is important because Eng- 
land wants Russia to build down there. 
In this circumstance, F Ska has a dis- 
tinct advantage over F Bar* With the 
latter, England threatens F Bar S A 
Nwy-StP in 302, meaning that Moscow is 
endangered, or its support can be cut, 
las early as F02, That is often an in- 
tolerable risk to Russia, On the other 
lhand, F Ska seems much less a problem. 
[He figures that Swe Is doomed anyhow,' 

In the 
well ( e.g. » 



md his fleet can guard StP 



Spring and po 



;ib 



'ail as 



"I was just thinking, 
Amen-hotep: how about 
a game of Diplomacy 
tonight?" 




A Mos S F Bot- StP in F0 2). Plus 
there's a chance England can talk him 
into believing that F Ska is anti-Ger- 
man, So overall, England wants to av- 
oid any Russian build, but if he does, 
F Ska is less likely to cause a build 
at StP than will F Bar. Naturally, 
England would prefer that Russia not 
take Swe. It's not so much Swe per se 
it doesn(t matter much for SG2 whe- 
ther Russia's in Bot or Swe, But this 
tells something about Germany, and of 
course it means an. extra build. 

The third element is England' s re- 
lationship with France, There are two 
choices. Gne is to encourage France to 
go against Italy (a western triple al- 
liance); the other is to seek some ear- 
ly conflict with Germany. Both are 
compatible with the opening, and the 
particular circumstances will determine 
which is better*, One factor will be 
France' s degree of interest in Belgium. 
Since England is asking Germany to 
- stand Russia off in Sweden — but claim- 
ing Sweden for himself— he vail have to 
give Germany a rather firm commitment 
that he gets Bel, possibly including a 
pledge of F02 support if needed. If 
France is not terribly interested in 
Bel, then he should be urged south— he 
has to attack someone. But if he shows 
a keen interest, this .should be encour- 
aged. Avoid lying to him; tell him 
England's not interested in it himself , 
rather than promising help. This FOi 
clash over Bel, particularly if Germany 
does not get it, means that Germany 
'0.11 be eager for English help and co- 
operation in 1902- A second factor is 
how aggressive Germany seems. If he 
seems very rambunctious, then problems 
in the west (e.g.,;, French A Bur) may be 
needed to keep him in line. Otherwise 
he may be planning on attacking England 
just as soon as Russia can be cowed* 
The third factor will be England* s own 
judgement as to whom his second victim 
will be ...and, if France, how soon the 
attack should begin. 

The final element in England's 
diplomacy is Italy (no one else is 
left!). England naturally wants to be 
friendly, as he may need Italy's help 
against France or Germany* But the 
less said about the blitz of Russia, 
the better. This attack is not in It- 
aly 1 s interest, particularly if it goes 
very fast, as blitzes often do. 



Next, the tactics. England's 

1902 choices depend on Russian strength 
in the north, whether he must move F 
Lon-Eng in SO 2, whether Russia is in 
Sweden, etc. Several things should be 
kept in mind, the most important of 
which is the value of taking Swe with 
a fleet. This is a great advantage of 
the Bohas Opening, and it should not 
be discarded unless there is a very 
good reason to do so. If Russia el- 
ects to make a stand at StP, F Swe- 
Bot will be very handy later for cut- 
ting support of the fleet, or entering 
Bot if necessary. Also, if England 
plans to turn on Germany, F Swe-Bal 
has a devastating effect when combined 
with A (or F) Nwy- Swe. If Germany has 
no second fleet, he cannot get England 
out (the Russian fleet should be gone 
by then) 3 and England threatens three 
of his centers* 

As for A Nwy in S02, whether to 
use it to support F Ska- Swe depends on 
how confident" England is of German 
support. If Russia is in Swe, then of 
course England must be careful to 
guard Nwy from the retreating Russian 
fleet. His F Nrg could cover Nwy 
then, particularly if (rather than 
risking an immediate grab of StP) Eng- 
land would prefer to temporaize with 
A Nwy- Fin, F Nrg-Nwy. Even if there 
is no retreat danger, F Nrg-Nwy may be 
a little safer than F.Nrg-Bar. If a 
threat to Nth develops in 1902, F Nwy 
is in a position to assist j F Bar is^ 
not* Anyhow, there are a lot of choi- 
ces as to how aggressive to be against 
Russia. 

Finally, if Russia has built in 
StP, life is more complicated, since 
A Nwy' s support might be cut from 
there. If England's confident of Ger- 
man support, then it won't matter 
much; but otherwise, he will have to 
order F Ska S A Nwy- Swe if Russia 
isn't in Swe, and guess if he is. The 
lack of German help might not be be- 
trayal. He may simply be more inter- 
ested in F Den-Bal, so that in F02 he 
can convoy to Lvn or some such. This 
is particularly true if he's not been 
permitted to build a fleet in WQl* 

England should not overlook the 
anti-German variation of this open- 
ing; e.g.. accepting support from 
Russia 1 s F Swe for an attack on Den 
in S02. At first blush, there would 
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seem to be no advantage to attacking 
Germany from Ska rather than Nth as in 
the normal opening. But there are ad- 
vantages. The attack on Germany will 
be less expected by him — after all, 
England has opened anti-Russia* The 
main advantage arises when the attack 
fails in S02, due perhaps to Germany 
ordering A Kie S F Den. If England 
had been attacking from Nth, his pos- 
ition would be unchanged for a F02 at- 
tack. However, if the unsuccessful 
attack came from Ska* England could 
order F Edi (or Lon)-Nth in 302 (as- 
suming he trusted France) « This gives 
him extra support for the F02 attack, 
or he can use it to menace Hoi. He 
should not overlook F Ska C A Nwy-Den 
either, particularly if Russia has not 
built in StP, Leaving Nwy may seem 
daring, but the army won't leave un- 
less Russian F Swe helps, and in F02 
England can guard Norway if necessary. 
It will be a very rare game with this 
opening. 

Alternatively, England can take 
Sweden with the army in Spring, and 
then use it to support a Fall stab, 
F Ska-Den, with F Nth deployed against 
Bel or Hoi* 

l*d like to conclude by looking at 
some postal games having this opening 
I feel strongly that strategy and tac- 
tics discussions should be firmly 
grounded in how the game is actually 
played* To avoid a possible hias 5 I 
have included all the games in my rec- 
ords with this opening, even if only 
for a brief mention* 

In 1978H (FOL SI FIE) I used this 
opening, and Germany stood Russia out 
of Swe in F01. In SO 2, I moved F Ska- 
Swe, even as Russia moved into the Bal- 
tic, and in F02 took StP as well, Ta- 
king "both in 1902 is quite unusual for 
England, and the builds It generated 
in WO 2 (F Eoi, F Lpl) proved very im- 
portant. Because F Nth was used in FOI 
to support the Germans into Bel, France 
was able to force ills way into Eng the 
same season. The extra fleet meant 
that I had just enough units to create 
a fleet wall to push back France who 
had allocated 3 fleets against ;ue. At 
the same time, with neither Swe nor 
StP, Russia could not he a serious dis- 
traction -~ I was able to garrison my 



3 Scandinavian centers with just A StP 
& F Swe. With 4 fleets pressing FRA 
in S03, both Mid and Bre were taken 
by FO/f, and I eventually won the game. 
The lesson here is that with rapid 
progress against Russia, England can 
take on France very early in the 
game- -and do well. 

1963 Z ( CEREBRAL NEBULA) took a 
very different course. England was 
aided by a Russian F01 NMR, but Ger- 
many moved F Kie-Hol and then held. 
Things went really downhill in 1902. 
StP and .vwy were exchanged, but F Ska- 
Swe was foiled when Germany supported 
himself into Swe. France slipped a 
convoyed army Into Wales. England 
never got above if centers and the game 
was won by France. Clearly England 
was crippled by not having an effec- 
tive alliance with Germany— he had 
nothing to show for his F Ska. And he 
had warning signals: Germany clashed 
twice with Italy in Tyrolia in 1901, 
and of course did not move to Den. 

1976HS (1901 AND ALL THAT ) gave 
another variation: An ENG/FRA alli- 
ance. France took a very aggressive 
opening, supporting himself into Bur 
and moving into Eng, then ordered F 
Eng S A Bur-Bel in FOi* Germany 
stood Russia out of Swe-- and Italy out 
of Munich* It was a very scrappy o- 
pening. Despite there being no NMRs, 
only Germany (at 5) ended the year 
with more than if centersl There were 
5 standoffs, and Spa, For, and Tun 
were ignored! In S02 ? England went to 
work, moving to Bar and supporting A 
Nwy- Swe. Then in FOR he was incredib- 
ly busy — A Swe S F Ska- Den, F Bar- 
StP(nc), and F Nth S FRENCH A Bel-Holi 
Russia, ' despite losing StP to ^G, War 
to AUS, and Mos to TUR, took 3er from 



GER* That left both GER 



ENG at 7* 



r 



ana FRA at 
er significant Power by 102. 



PUS ■: 
only 



at 2 S 
oth- 
*as TOR* 

Although the Eli G/ FRA alliance^ was la- 
ter strained when FUG took Hoi end 
3 el.., France would not join up with 
TUR3 and the game ended with an EEG/ 
FRA' draw, although England most prob- 
ablv could have won the game. 

197 33Q (GRAIJST ARK) be/5 an with an 
unexpected 'development— Russia' s F01 
NMR sloped Germany into Sweden, At 
this DOint, an ENG/ GER clash broke 
out, with F Ska and F Swe both going 
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for Den, and Germany moving his new 
fleet into Hel. In the Fall, ENG took 
StP from Bar, and supported his F Ska 
to Swe, while supporting an unsuccess- 
ful French attack on Germany's Bel, 
Unlike 76HS, however, the ENG/FRA al- 
liance did not gel, and in 1903 FRA 
took Lon, GER took Swe, and the lone 
RUS army, supported by AUS A Mos, took 
StP. ENG was ruined and eventually 
AUS won the game* 

1973BC (GRAU STARK) saw Germany 
hold in Hoi in F01, then NMR in S02, 
so that supported attacks by ENG on 
Swe and by RUS on Nwy both failed, 
with ENG moving F Nrg~Bar. ENG was 
again frustrated in F02, as RUS sup- 
ported StP, and GER A Den refused to 
support F Ska- Swe. GER was at this 
time preoccupied with his war with 
France, which ENG was not helping 
with. By S03 things had gotten much 
worse for ENG, as FRA entered Iri and 
Eng, and Germany actually supported 
RUS F Swe... and in the Fall GER took 
Nth. But ENG managed to swipe an un- 
defended StP for a precious build, and 
GER was weakened by the Russian seiz- 
ure of Berlin. The stubborn English 
defense apparently persuatded France 
to withdraw in 190^* and FO^- finally 
saw the success of F Ska- Swe, which 
had failed many times before. The 
game ended in an ENG/FRA/AUS/TUR draw. 

In 1969GL (DIPLOPHOBIA), Germany 
used F Hoi in F01 to support A Ruh-Bel 
against a Fsench effort to take Bel. 
S02 saw a classic ENG/ GER vs. FRA/RUS 
battle, with a standoff in Eng and a 
supported standoff in Bur. England 
ordered F Ska S A Nwy- Swe, and Germany 
moved into the Baltic. But Russia had 
muscle of his own, moving armies into 
Fin and StP. His fleet retreated In 
Su02 to Bot, and in the fall cut A 
Swe's support, so that A StP S A Fin- 
Wwy succeeded. Germany switched sides 
in the north, with F Hoi standing F 
Ska out of Nth, although he continued 
the war with France. At this point, 
each western power was at war with the 
other two. The result was predictable 
from that — a win by an eastern power 
(AUS). ENG and GER made up in F03 but 
by then it was too late; England never 
got above Zf centers. This was one of 
the hobby* s early demo games. 



1965Q (GRAU ST ARK) saw GER F Den 
hold in F01. England NMRd in SO 2, and 
Russia annihilated the ENG A Nwy that 
season. Thus the effect of the open- 
ing was wiped out; ENG spent F Ska 
trying to retake Nwy. The game did 
show the value of persistence, though* 
As late as 190 6 ? ENG was still at k 
centers, and had the German alliamce. 
This prospered until 1909 when he 
stabbed Germany, and ended up in a 
17-17 draw with Turkey* (Similarly, 
in 1975EI, England NMRd in W01 and 
ruined the opening and his position.) 

Ten years later, 1975Q in the 
same 1 zine took a different coursej, 
with a western triple alliance per- 
mitting ENG/GER to place great pres- 
sure on Russia. Germany stood RUS 
out of Swe and built 3 armies. But 
Russia compensated by taking Rum and 
Bui, permitting him to build both F 
StP(nc) and A Mos. In S02 England 
moved from Ska to Swe, and entered 
Bar, while Germany sent armies into 
the Polish corridor — only to see 
RUS F Bal and AUS A Boh and Trl. In 
the Fall, Germany cut the support of 
RUS A Lvn (which enabled ENG to take 
StP) and moved F Den-Bal (with sup- 
port from ENG F Swe), but could do no 
more. In S03> England appeared to 
remain in alliance with Germany, mov- 
ing to Eng, but then stabbed Germany 
spectacularly in F03j taking Bel & 
Hoi, and supporting himself into Den 
from Ska: 9 centers! In the next 5 
years, he carved up GER, plunged 
deeper into RUS, knocked out FRA, 
but could only reach 17 and was 
forced to share a draw with AUS/ITA/ 
TUR. 

1968BD, a telephone game, had 
GER stand Russia out of Swe, but ENG 
broke off the attack on RUS in S02„ 
and the north became ENG/ FRA vs RUS/ 
GER. France grew quickly, but could 
not gain a decisive position, and 
the game ented in an ENG/FRA/ IT A/ 
RUS/TUR draw. 

In 1971BC (GRAU ST ARK) , Germany 
made his intentions clear in F01: F 
Den S RUS F Bot-Swe. England ap- 
parently did not get the message, 
and despite the build of A StP, he 
banged futilely at StP and Fin 
while fleets entered Hel and Eng 

(Continued on page 260 




WINNERS 



Beyerlein Player Poll #9 F 1if y 

Doug Beyerlein 

The results of the latest Beyerlein Player 
Poll are as follows ( Note : S means the score or 
total number of points tabulated from the bai- 
.ots; M means the number of ballots listing the 
p 1 ay e r 1 s n am e . The numb e r of f i r s t place vo t e s 
is given in parenthases) : 





TOP BOARD 


£. 


TVT 
H 


1. 


Kathy Byrne (6) 


5k0 


24 


2. 


Jack Masters O) 


263 


26 


3. 


Randolph .Smyth (if) 


186 


15 


•'+• 


Lee Kendter, Sr. (1) 


179 


18 


5- 


Ron Brown (USA) (2) 


166 


16 


0' 


John Caruso (1) 


132 


1? 


7° 


Don Ditter (1) 


129 


12 




SECOND BOARD 






3, 


Allen Weils (3) 


115 


10 


9. 


Jack Fleming (2) 


102 


10 


10. 


Robert Sergeant (1) 


96 


10 




Bob Olsen 


96 


14 


12, 


Blair Cusack (2) 


90 


9 


13. 


Gary Coughlan 


82 


11 




Bob Arnett 


30 


10 




THIRD BOARD 






15. 


John Michalski 


76 


11 


16- 


Mark Berch 


72 


8 


1?. 


Steve McLendon 


71 


8 


18, 


Mike Mazzer 


70 


6 


19, 


Keith Mercer 


69 


7 


20* 


Bill Hart (2) 


66 


if 


21. 


Ai Pearson 


65 


9 



Players with 20 points or 
more: Robert Acheson, Trevor 
Baillie, H.D* Bassett (1), 
Doug Beyerlein, Walter Blank 
(1). Kerry Blant , Thorn Bur- 
nett (1), Dave Carter, Mike 

Conner (1) , Phil Cooper, David Crockett (1) , Francois Cuerrier (1) , George Cun- 
ningham, Dave Ditter., Mark Fassio, Paul Goodrich, Dave Grabar (1) , Arturo Gua- 
Gary Hamlin, Greg Haskew, Steve Heinowski (1), Roy Henri cks, Elmer Bin- 
an Johnson, John Kador, Doug Karnes, Ron Kelly (1) , John Kevern (1), 0- 

Doug Landon, Steve Langley (2) , Stephen Lee (1) , 
y Lischett (1) , Dan Mac Lei lan (1) , Tom Mainardi,- 
Bob Osueh, Hugh Polley, Rick Rags dale 



Paul Rauter- 



ton, 

ded Klinger s Dan Kuszynski, 
Mark Lew, Bruce Linsey, An* 
Dick Martin. Bill Neilsen, 
berg (1) , Richard Reed (1) , Bern Sampson, Alex Service, Keith Sherwood, Dan 
Stafford, Don Swart z, Eric Verheiden, Jake Walters, James Williams, Tom William: 
(1), Fred Winter, and/ John Zipper (2). 

A total of if9 ballots were cast, I wish to thank the publishers who pub- 
licized the poll in their 5 zines. The tenth 
probably at about the same time as this poll 



poll will be conducted next year, 
Advance information will be 
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distributed to publishers in the au- 
tumn. All questions and comments 
should be directed to Doug Beyerlein, 
GkO College, Menlo Park CA 9^+025. 
All publishers are encouraged to re- 
print the results of this poll* 

// Ed. Note ; The BPP has been 
absent "from the Diplomacy scene for 
a while, although it was always a 
popular and highly regarded poll. 
Last year we suggested to Doug that 
DW would definitely be interested 
in the results of a revived BPP, and 
that we hoped he would start his poll 
up again* We are happy to welcome 
the BPP back to active status and to 
print the results of the Ninth Poll 
here.// 

EVERYTHING #51 

The latest (Jan 82) issue of EV- 
ERYTHING* (*You Ever Wanted to Know 
About Postal Diplomacy But Had Better 
Sense Than to Ask) contains the re- 
sults of 26 completed postal games. 
Of these, 16 ended in victory. DIP- 
LOMACY WORLD would like to congratu- 
late the following Diplomacy winners: 

Game Name GP * Zine 

76IM Peter Martin GER ENVOY 
78AV Lee Bardwell GER CLAW & FANG 
78CJ Joe Dorchack TUR EFGIART 
78KT Walter Aucott RUS -Fly- Buffalo 
79CE Jack Masters , FRA DRAGON & LAMB 
79HG Dick Martin RUS GRAUSTARK 

79HK Jack Masters GER DRAGON & LAMB 
79IN Paul Rauterberg AUS GRAUSTARK 
80L Jack Masters FRA VGLKERWAND. 
80 AO Tom Ripper TUR GRAUSTARK 

80 AV Darrell Stevens ENG Fly- Buffalo 
80 AW Robert Kraus RUS Fly. Buffalo 
80IB Kathy Byrne ITA RETALIATION 

80ID Bill Schiwautz ITA EAST OF EDEN 
80KR Paul Klose TUR xerox internet 

811 Chuck Feinstein ENG xerox internet 

We would like particularly to con- 
gratulate Jack Masters on a stunning 3 
victories in one issue of EVERYTHING. 

We would also like to point out 
what a fine job the Boardman Number 
Custodian, Don Ditter (and his publish- 
er, Bern Sampson) has been doing. His 
management of the Numbers has been 
efficient, thorough, and punctual. We 
all owe Don and Bern a big vote of 
thanks for doing so well. And please 
don't forget the Si contribution for 
each of your Boardman Numbers! J 



HOBBY STABILITY... 

(cont 1 d from p* 6} 
Another way of strengthening and 
stabilizing the hobby would be some 
way of making sure the whole hobby 
had access to information about hobby 
services, hobby resources, and just 
general information. Many attempts 
in the past have been made to insure 
that people are well informed about 
the hobby and while these attempts 
have not been totally successful they 
demonstrate, if nothing else, that 
the need for such a service is recog- 
nised. DIPLOMACY WORLD attempts to 
fill that role and a few of the top- 
notch 1 zines for all practical pur- 
poses fill that role also. Communica- 
tion within the hobby is vitally im- 
portant, and information regarding 
game openings, hobby services (such 
as BNC, ombudsmen, reprint banks) and 
other general information (contests, 
polls, new f zine reviews) should be 
made available to as many people as 
possible. Obviously one person cannot 
compile all that information; a better 
approach would be for one person to be 
a central mailing point for ail that 
information and who would in turn dis- 
seminate it to the hobby. The major 
drawback to the methods currently in 
use is that the media are infrequent 
(as with DW) or, worse, one has to sub 
to get the information or otherwise 
request it. A more efficient approach 
would be to make up a flyer with all 
the information and send it out to all 
publishers on a regular (monthly) 
basis without requiring a subscription 
to it. Funds could come from contri- 
butions and revenue sharing from Dip- 
Cons as enjoyed by the BNC, MNC, and 
Novice Packet project. There is no 
guarantee that publishers will use the 
flyer once they" have it but at least 
the information is there for them to 
decide what to do with it. A custo- 
dianship such as this would insure 
that all publishers would have accur- 
ate and up-to-date information about 
the hobby. 

The postal hobby is a strong one 
with lots of good people and lots of 
good things going for it. With the 
continual influx of new and enthusias- 
tic people and the experience of the 
established members of the hobby 
there is no doubt that it can look 
forward to many years of enjoyable and 
hopefully stable play. 
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THE OflU Of me UIILY 

Dennis Duncan 



This article is in praise of Mr* 
Bell's marvelous invention as it is 
used in playing Diplomacy* I conduct 
my Diplomacy games by telephone be- 
cause 1 strongly believe it resolves 
the difficulties presented by both 
face-to- face and play-by-mail methods. 

The major problem in face-to- 
face Diplomacy is one of scheduling; 
i.e, , trying to get seven or eight 
very busy people together for a long 
evening without disrupting work and 
social commitments* It will inevitab- 
ly happen that while five or six per- 
sons can easily be convinced to meet 
at a specific point in spacetime, the 
remaining two or three will not be 
able to join the group. This in it- 
self is not that much of a problem; 
however, it is a different combina- 
tion of people which is available/ un- 
available every attempt. Frustra - 
tion 1 1 1 

Once that particular hurdle has 
been cleared, there remains the prob- 
lem of what to do with those individ- 
uals who are eliminated in the course 
of the game. They can act as spies 
(trying to "get" the country that e- 
liminated them), as terrorists (dis- 
rupting the smooth, urbane, civil- 
ized, and cultured conversations of 
high intrigue by running naked 
through the room), or as spectators 
(dull, dull, dull). 

More problems arise when the 
face-to- face game turns into a party 
(Yahoo!) and the resulting giddiness, 
apart from creating some very inter- 
esting orders (A Yor-nearest wash 
room), can cause hard feelings as the 
knives slide home. While this can be 
fun once in a while, I enjoy playing 
good, hard- fought games and not win- 
ning by being the only one not ineb- 
riated; even though the ability to 
remain coherent and cogent "under the 
influence" has, since the beginning 
of time, been a prime requisite for 
any diplomat. 



Another major problem is that, 
given the length of time available for 
negotiations between submissions of 
orders, it is imperative that you ■ 
spend the majority of the allotted 
time with your immediate neighbors, 
whether they are hostile, allied, neu- 
tral, or some combination thereof. 
There is very little time left to talk 
with those all-important players who 
are not immediately adjacent to you 
but who border on your neighbors 1 ter- 
ritories. It is also very difficult 
to achieve surprise when carrying out 
a stab, for every player is in, plain 
view and it isn't difficult to estab- 
lish who is talking to whom and for 
how long. It can sometimes be determ- 
ined when an alliance is on the verge 
of breaking down by noting that the 
allies are spending less time togeth- 
er. Negotiations, while possibly se- 
cret in nature, are known to be tak- 
ing place. 

But the greatest barrier to good 
play in face-to- face games is the 
lack of time for any sort of analysis. 
Experienced players generally know 
what is happening and can react well 
to any situation on the board. Begin- 
ners and novices usually wind up being 
overwhelmed early in the game, leading 
to many of these players leaving the 
hobby in search of a game they can un- 
derstand and do well at. This tenden- 
cy will also cause the experienced 
players to form cliques and play only 
within that particular group; "Nobody 
can give us a decent game". Given a 
little time to think and reflect, even 
a novice can successfully puncture a 
"pro". * .which is great, because it 
tends to keep all other players on 
their toes, with their backs to the 
wall (interesting image, that). 
Weaker players will progress and will 
not be discouraged easily ... they will 
know where they have erred and, more 
importantly, why the mistake was 
made. 



15 



Postal Diplomacy, with its ade- 
quate time and players from many 
parts of the continent, overcomes 
these difficulties. . .only to give 
rise to a new set of problems. These 
arise from having to use that wond- 
rous institution, the post office. 
The documented tardiness of the mails 
has caused many an inadvertant NMR 
even though some GMs have a form of 
insurance; a collect call in the ev- 
ent that orders are not received in 
time. With postal rates already pas- 
sing through the stratosphere and 
trying to achieve lunar orbit, nego- 
tiations between seven players and 
submission of orders to the GM can 
become hideously expensive. Also, 
there is that strange annual ritual 
of a Canadian postal strike which 
will completely disrupt any postal 
game. 

In any given locale, like will 
attract like; gamers can usually be 
found in the company of other gamers. 
Usually a Diplomacy player knows an- 
other who is willing to give it a go, 
and he knows another friend who is 
interested, and so on. This is how 
local groups get their start, play- 
ing by phone is a natural way to run^ 
a game of Diplomacy for these groups. 
Because of the local nature, negotia- 
tions can be as long and intensive as 
desired. . * the monthly telephone bill 
is still the same. 

The game can be speeded up by 
using a house rule which limits the 
negotiation time to one day per ac- 
tive player. For the original seven , 
orders are submitted every seven 
days; for five players, five days ? and 
so forth. This allows more games to 
be played as less real time is used to 
simulate one season of game time* It 
enables those players eliminated to 
enter another game much more quickly 
and thereby keeps their interest alive 

By contacting the individual play 
ers at their convenience, the problem 
of scheduling is neatly bypassed. 
There is no problem of finding enough 
space to accommodate such a gathering 
and ensuring sufficient privacy for 
negotiations. Such negotiations are 
also private and can be kept secret; 
the element of surprise can now as- 
sume its proper importance. The use 



of the telephone makes it possible to 
plan negotiations in great and coher- 
ent detail, to wear down possible re- 
sistance; but, more importantly, 
those vital peripheral 'players can be 
brought into play as there is more 
than sufficient time to bring thera to 
bear on your neighbors, whatever the 
reason. 

There will be fewer NMRs and in- 
coherent orders, as the party atmos- 
phere is removed. There should be 
fewer hard feelings as telephone con- 
versations tend to be more easy-going 
than face- to- face confrontations. 
There will be less petty stabbings as 
the players will have time to analyze 
and prepare for these. However, the 
stabs which will occur are likely to 
be devastating (and quite interest- 
ing). The effect of surprise will be 
enhanced because, while some people 
find it impossible to lie with a' 
straight face in person, it is another 
matter over the telephone. 

In addition to countering the 
problems raised by both postal and 
face- to- face Diplomacy, telephone play 
has other advantages. Sufficient time 
is allowed to analyze and plan to max- 
imize both strategic accuracy and. tac- 
tical flexibility. This will make for 
better play by all participants. The 
expanding circle of players will pre- 
vent cliques because of the tendency 
toward keeping play from becoming 
stagnant as new persons are being in- 
troduced. This prevents people from 




"Heyi We stole two more from the 
D&D tournament. That's seven... 
start the game." 




, FL, HF, HJ, HL, HN, 



FK 

i^SOC, D, Q, AU, CB, CQ, HH, KM, 



HO ? HR, HS, IN, IP, 
( #, Z, AA, AU, AV, AX, CD, CL, CO, DP, CT , 

Rk 



Score Country 


Win 


2D iD 


iiB 




i2 22 


8.86 


Franc e 


84 43 


57 


55 


25 


3 


1 


8.61 


Huss.ia 


131 


37 


39 


31 


18 




1 


8,. 45 


England 


79 


43 


57 


59 


26 


3 


1 


7-30 


Turkey 


80 


32 


53 


46 


21 


' 1 


l 


6.90 


Germany 


91 


48 


46 


33 


2ii 


3 


1 


5.92 


Austria 


38 


28 


35 


37 


23 


2 


l 


5.11 


Italy 


59 


25 


37 


38 


23 


3 





Score N Plavj 



if 5 . 41 
36.02 
30*36 
27. '+6 
27.38 12 
26*56 5 
26-01 2 



Dave Crockett (oW) 
Bill Hart (a,Y) 
Ralph Morton (2W) 
Mark Berch (2W) 
Randolph Smyth (6W) 
Drew He Gee (3W) 
John Zipper (2W) 
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16 
17 
16 

19 
20 
21 



DRAGON STC OT H is DW f s 
semi regular column in 
which. Steve McLendon 
features his Dragons- 
Teeth Rating .System. 
Many of our readers may 
also know Steve as the" 
editor of the excellent 
gamezine, THE DRAGON AND 
THE LAMB * 

A complete explanation 
on how the DTPS is com- 
piled was orinted in D'vV 
#26, p. 29 

The following list en- 
compasses 960 games, from 
EVERYTHING #19 (1/75) to 
EVERYTHING #50 (10/81). 

Notes : Column N shows 
number of games"~rat ed for 
that player, The figure 
C^W) inaicates the number 
of games won by that 
player,, Rk - Rank. 

The following games from 
EVERY THINGs if 8- 50 are in- 
cluded in this update. 
Games />ZMK/:d were not 
rated. 1974CQ; 12Z5V, Z; 
12Z6B0, DE, EE; ±$22M, 
AX, CI, HY, IW, KV; 1976 
J, R, V/, AE, AG, Ai, CB, 
CC, CI, CR, CT, CX, FB, 
IR, IV, if, KE, KK; 19 79 A, F, G, N, 
DV, HD, HH , HJ, HM--HK, HU, l£y 

Below are country wins & draws. 

.Score N Placer 

SECOND BOARD 

25.84 26 Lee Kcndter, Sr. (8W) 

25*36 5 Steve Decker (2V0 

25.15 15 Dave Ditter (5W) 

25-08 4 Torn Thorn sen (2W) 

24*99 2 Andy Lischett (2W) 

24.27 11 Mike Lariton (4; 1 /) 

23-57 10 Tom Ripper (3W) 

THE REST OF US 

23.29 4 Torn Kissner (IW) 

23. 18 4 Kathy Byrne (1W) 

22.99 16 Joel Klein (4VJ) 

22.53 23 Steve McLendon (9W) 

22.47 4 Gary Howe ( IW) 

22.29 5 John Masters (1\V) 

21.98 49 Ron Kelly (12W) 
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Score 


N 


22 


21.88 


7 


23 


21.85 


4 


24 


21.81 


13 


25 


21.78 


16 


26 


21.63 


5 


27 


21.31 


6 


28 


21.13 


5 


29 


20.44 


4 


30 


20. kO 


2 


31 


20.2k 


7 




20.24 


7 


33 


19.97 


16 


34 


19. 31 


13 


35 


19.26 


Q 


36 


-18.65 


10 


37 


18.25 


12 


38 


17.98 


2 


39 


17.74 


3 


40 


17.47 


3 


i+1 


17.45 


6 


42 


.17.29 


4 




17.25 


4 




17.20 


9 


45 


17.11 


9 


46 


17.08 


2 


47 


16.53 


3 


48 


16.43 


7 




16.43 


15 


50 


16.20 


5 


51 


15.44 


4 


52 


15.23 


9 


53 


14-87 


4 


54 


14. 81 


6 


35 


14.79 


2 


56 


14.62 


5 


57 


14. 54 


2 


58 


14.34 


4 


59 


14.28 


2 


60 


lit. 11 


5 


61 


14.02 


2 


be 


13.77 




c Z 


13.64 


3 


64 


13.51 






13.51 


£~ 


66 


13. 16 


7 


6? 


12.83 


2 


63 


12.75 


-2 
£_ 




12-75 


*'l 
i_ 


70 


12.73 


4 


71 


12,66 


7 


72 


12.63 


8 


73 


12.61 


13 


74 


12.49 


2 




12.49 


2 




12.49 


2 



Player 



Konrad Baumeister (2W) 

Bill Bryg (2W) 

Eric Verheiden (3W) 

Bob Sergeant (5W) 

Peter Reese (1W) 

Dan Mac Lei lan 

Dennis Goldston (1W) 

Bob Osuch (1W) 

Greg Haskew (IW) 

Trevor Bailie (3W) 

H. D. Basset t (2W) 

Blair Cusack (5W) 

Don Ditter (3W) 

Rick Kassel (2W) 

Bill Young (3W) 

John Caruso (2W) 

Ron DeBracmoor (1W) 

Arturo Guajardo (1W) 

Mark Howell 

£ric Kirchner (1W) 

Roland St rat en (1W) 

Uli Baumeister (IW) 

Ron Brown* (2W) 

Don Blasland (1W) 

Kevin Combs (1W) 

Bernard Sampson (1W) 

Gary Kilbride (3W) 

Sane Parks (1W) 

Stephen Lee (IW) 

Tony Watson (IW) 

Bruce Schiickbernd (1W) 

John Kevern 

LI don Nichol <2W) 

Hugh Poiley 

Brian Johnston 

Steve Heinowski 

Phil Copper (IW) 

Tom Hen thorn 

Michael Wiliemson (IW) 

Art Schleinkof er 

Jim Lawniczak ( 1W) 

Ben Zablocki (IW) 

Wade Fowble (IW) 

Bruce Linsey (IW) 

Bill Becker 

William Brownfield 

Gary Carson ( IW) 

Jan Jensen (IW) 

Rick Ragsdale 

Robert Gallagher 

Dave Bunke (IW) 

John Mi dial ski (2W) 

Ted Mickey (IW) 

H. R* Stockert (IW) 

Dave Gibson (IW) 



Rk 


Score 


N 


Pi aVPT» 


77 


12.46 


6 


Arnold Trembly (IW) 


78 


12.35 


9 


Jack Brawner (2W) 


79 


12.33 


3 


Len Howard 


80 


12.24 


2 


Jack Schneider (IW) 


81 


12.21 


3 


Paul Rauterburg 


82 


11.98 


2 


Dan Kuszynski (IW) 


83 


11.92 


15 


John We swig (3W) 


84 


11.82 


3 


David Pierce (IW) 


85 


11.73 


2 


William Adam (IW) 




11.73 


3 


Mark Fassio 


87 


11.66 


3 


Mike McMillie (IW) 


88 


11.59 


4 


Vern Schaller (IW) 


89 


11.44 


3 


James Cleav eland (IV/) 


90 


11.39 


12 


Dave Lagerson (IV/) 


91 


11.31 


4 


Mike Dorninsky j (IW) 


92 


11.22 


2 


Nelson Kempsey (2W) 


93 


11.17 


12 


Leland Harmon (IV/) 


94 


11,12 


5 


Roscoe McPherren (IW) 


95 


11.05 


8 


Cliff Hardisty 


96 


10.95 


3 


John Robinson (IW) 


97 


10.71 


2 


John Daly (IW) 


98 


10.70 


7 


Bob Beardsley (IW) 


99 


10.45 


15 


Doug Holiingsworth (IW) 


100 


10.41 


11 


David Tutacko (IW) 



(Note; *The score for Ron Brown is 
probably in error*, There are two Hon 
Brooms playing postal Diplomacy, one 
in the USA and one in Canada; but from 
the game reports it is impossible to 

(EDITORIAL) ( Gont t d from page ^) 

outstanding choice from elsewhere in 
the region, holding DipCon XVI in con- 
junction v/ith the 1983 MichiCon seems 
a remarkably good deal. 

The State of Michigan has had an 
active, effective, constructive organ- 
ization of wargamers for many years* 
Herb Barents, Chairman of this year's 
DipCon Committee, is one of the cen- 
tral figures of the group* MichiCon 
has long established a reputation as a 
well-attended, efficiently run Con, 
and moreover has the advantage of a 
centralized location with respect to 
the rest of the country plus good 
transportation in and out of the im- 
mediate area. We can't imagine a bet- 
ter choice of host Con for the DipCon 
than the Michigan blow-out* 

DIPLOMACY WORLD therefore endorses 
Detroit as the site of the 1983 Dip- 
Con. We are convinced that the Michi- 
gan wargamers can do a great job. 
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WALTER W. BUCHANAN 




A Profile of the Past 

Walt Buchanan: player, 
g am e sm a s t e r , an d archivist* 
Whatever wait did in the 
postal Diplomacy hobby he 
did well. He wen 7 of 10 
postal gomes. He published 
first H003ILR ARCHIVES and 
then DIPLOMACY WORLD. He 
game sraast ere d the first HA 
and DW demonstration games® 
And he amassed the largest 
collection of Diplomacy » sines in the 
hobby. Acknowledgement of these acnie- 
vements by the p o s t a 1 Di p 1 c m a c y c o mm u n- 
ity lea to his selection as one of the 
7 original members of the International 
Diplomacy Hall of Fame* 

wait Buchanan, tail* lanky, and 
obviously born and bred in the farm 
country surrounding Indianapolis III, 
first appeared on the post a J. Diplomacy 
scene in the autumn of 1970. Walt nad 
returned from service in the Navy, 
where he first discovered Diplomacy, to 
his old home town of Lebanon IN, just 
outside of Indianapolis, He rediscov- 
ered the game in a store in Inaianapo- 
lis. This new discovery 
purchase of the game was 
Walt and the hobby. 

The game set Walt bought contained 
the then newly Introduced GRI flyer on 
postal Diplomacy, This one- page infor- 
mation sheet briefly described postal 
Diplomacy and listed a number of people 
to contact for more information. One 
of these was John McCalium and in Nov- 
ember 1970 Walt wrote; 

"I am serious about a Diplomacy li- 
brary. Although a complete collection 
of ! zines is a nice goal, what I am re- 
ally interested in now is to collect as 
many complete games as possible with 
whatever annotation and" analysis Is 
available. I don't know if you are fam- 
iliar 'with chess books or not, but one 
of the best ways to become proficient 
in the game, in addition to playing ex 
perience, is to go over game openings 
and completed games by the masters. 
There is quite an extensive literature 
on the subject. I don T t know if 



and subsequent 
to change both 



Doug Beyerlein 

Diplomacy will ever become 
widespread enough to warrant 
such treatment for it, but 
If so, I would think that 
tne first priority would be 
a ''book* of complete, anno- 
tated Diplomacy games, per- 
^ haps divided into games won 
by each country. This is a 
I /"HH pipe- dream, I know, but nice 
to think about any w ay. As a 
Dippy tyro 1 know I would give my eye 
teeth for such a book right now. Hew- 
ever, I can at least try to get the 
next best thing. 31 

That letter was to start a chain 
01 events that culminated in the es- 
tablishment of Buchanan's archives 
containing almost every Issue of <:V- 
ery ' zine published between the start 
of the hobby in 1965 and 7/ alt ' s re- 
tirement from it in 1970 and In the 

founding of DIPLOMACY WORLD in 1974- 

7/aIt first started publishing in 
January 1971 and he named his ' zine 
HOuSlO APCHIvLS after his Diplomacy 
' zine library. The first issue was 
little more than a listing of the 
! zines in his collection, as were is- 
sues 2-5* Issue 5^6 reprinted an art- 
icle from GPAUSTARK on strategy in 
Diplomacy. This started a series of 
article reprints from past ! sines* 
But then in HA TO Wait published an 
original article on Germany by Br en- 
ton ver Ploeg. This was to start a 
trend that would become the golden 
a g e o f Di p 1 0 m a c y articles an d set a 
standard for ' zine content. Lai Bir- 
san r s classic, "The Leioanto Opening 11 , 
was published in HA ( 6 Hov 1971). 
This article, among others printed in 
HA, has done much to influence how 
the game is nlayed today. 

Buchanan's H003ILR ARCHIVES is 
noteworthy for another reason. Be- 
tween 1971 and the end of 1973* when 
Walt started DIPLOMACY WORLD, he pub- 
lished IpO Issues-- almost one a week. 
During his first year of publishing 
he produced 52 Issues of HA* 

But 7/alt had even bigger plans. 
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In January 1974 he launched DIPLOMACY 
WORLD: the first professional-style 
' zine in the hobby. As Walt wrote in 
the first issue: 

ff Its purpose is to give a broad 
overview of the postal Diplomacy hobby 
by printing articles on the Diplomacy 
scene and on good play, presenting the 
Hoosier Archives Demonstration Game 
with expert analysis, listing rating 
systems, publishing letters to the ed- 
itor, and listing game openings and 
1 zine news. tf 

DIPLOMACY WORLD, now under the di- 
rection of its fourth editor, is still 
guided by what Walt wrote eight years 
ago. 

In addition to establishing his 
Diplomacy 'sine archives, publishing HA 
and DW, and game sin as t ering the demon- 
stration games, Walt Buchanan was one 
of the best players in the history of 
the hobby. He took first place in the 
1975 Beyeriein Player Poll" (#8)- Walt 
won his first seven postal games, fin- 
ished with a two-way draw in the eighth, 
and a second place and a three-way draw 
in his last two postal games. His In- 
diana farmboy charm lulled more than 
one opponent into turning his back to 
the Hoosier 1 s sharpened dagger. Per- 
haps Buchanan 1 s most unusual game was 
1972BD. In that game his Turkey and my 
Austria swept the board for a 17-17 two- 
way draw in 1908. That was the fastest 
2- way draw to date in postal play and 
the first Austro- Turkish draw. The game 
also finished with only 21 units on the 
board — the result of neither Austria 
nor Turkey building new units after 
1905* Walt's description of the game 
is titled "The Two -Way Game-Long Alli- 
ance" ana is published in DIPLOMACY 
WORLD ub (Nov-Dec 1974). 

Walt Buchanan 1 s ability to do much 
In the hobby is a tribute to his super- 
ior organizational skills and tireless 
dedication to a goal. The production 
of his 'zines was also a tribute to his 
wife, Carol Ann. One typed HA and DW 
in addition to running the Buchanan 
household, raising two sons, and putting 
up with countless visitors to the ar- 
chives. (3he also founded the Diplomacy 
Widows' Association.) Trips to the Chi- 
cago DipCons In the early '70s with the 
Buchanans were always entertaining as 



Carol drove, took care of the kids, and 
fixed lunch while Walt and guests sat 
in the back of their VW van and talked 
Diplomacy. 

Walt started to cut back on his 
Diplomacy activities in the summer of 
1977 when he transferred the editor- 
ship of DIPLOMACY WORLD to Conrad von 
Metzkc. The hobby was expanding af- 
ter the sale of Diplomacy by GRI to 
Avalon Hill and Walt could no longer 
keep pace. He continued to handle 
the subscriptions, publishing, and 
mailing for DW for another year, yet 
Walt's life v/as beginning to change 
and with it his interest in Diplo- 
macy. His marriage was having prob- 
lems and he found little satisfaction 
beyond a paycheck in his job as a 
lawyer for the Veteran's Administra- 
tion in Indianapolis. By 1978 chan- 
ges were on their way. He and Carol 
were divorced and he left the hobby 
to devote his spare time to a new 
hobby: a degree in electrical engin- 
eering at night school in Indianapo- 
lis. 

Today, at age 40, Walt Buchanan 
is still starting over in a sense. 
He is pursuing his master's degree In 
electrical engineering at Purdue Uni- 
versity's campus in Indianapolis., 
while working as an engineer at Naval 
Avionics. He lives with his oldest 
son, Bill, In their large Tudor- style 
home on the outskirts of Lebanon — 
just down the road from his parents' 
farm. The archives (over 40 linear 
feet of postal Diplomacy 1 zines) sits 
gathering dust in file cabinets in 
his basement. But this is not to im- 
ply that this story has an unhappy 
ending. Just the opposite. Walt has 
finally ended a long search: he has 
found his true Interest (teaching el- 
ectrical engineering technology) and 
is now working toward that goal. 
Charles Wells (publisher of LONXLY 
MOUNTAIN in the late '60s) once told 
Walt that one has to choose betv/een a 
hobby and a career; one can't excell 
at both. Walt Buchanan has made his 
choice, 

//That is not to say Walt has 
totally lost interest in the hobby, 
either. He is still anxious for news 
and still advises DW' s editor.// 
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WOOLWORTH DIPLOMACY II 



WOO 




<g)^i! SLBMN QVER&Y 

MAP FOK DW 3i L.. PULSZPHE* 



Glenn Overby 

( ( Introduction : In this issue DIPLO- 
MACY WORLD reprints a popular variant which 
first appeared last year. It comes with 
the strong recommendation of variant speci- 
alist Fred Davis, Jr., who recently rated 
the IIA version as his sixth favorite var- 
iant. For obvious reasons, this is also 
known as "Five and Ten Diplomacy". ;..LP)) 

1. The 1976 edition of the Rules of 
Diplomacy will be in full force and effect 
where they do not conflict with these rules. 

2. Woolworth Diplomacy II is a FIVE- 
player variant. Ten Great Powers are in 
play - each player controls two of them: 

a "public Power" known to all players, and 
a "secret power" known only to the control- 
ling player and the Gamesmaster (GM). 
(This feature snakes Woolworth Diplomacy II 
unsuitable for face-to-face play; however, 
see VARIATIONS below.) 



3. Three Great powers (Balkans, 
Scandinavia, and Spain) are added to the 




powers x 
AUSTRIA: 
BALKANS: 
ENGLAND: 



The initial set-up for all 

F Tri, A. Bud, A Vie. 
A Bui, A Ser, F Gre. 
F Lon, F Ldi, Choice Lpl (instead 



of the A used in the regular game) . 
FRANCE: 

GERMANY 



F Bre ? A Par, Choice Mar. 
F Kie, A Mun, A Eer. 



ITALY: 

RUSSIA: 
ffj SCAN D» : 

I SPAIN : 
fjj Choic 
f TURKEY: 



F Nap , A Veil, Choice Rom* 
A IMos, A War ? F Sev, Choice S 
F Nwy, A Swe, F Den. 
A Por, F Morocco (see below), 
e Spa. 

F Anii, A Con, Choice Smy. 



4. All "Choice" set-ups need noz 
■hi 1 Spring 1901 orders are 



d e 



announced untu 



veaied* JSItner an army or a fleet may 
•t in these spaces; if the space is 
coasted, a fleet may start on ■•: 



st ar t. 
double™ c 
coas J 



The following changes are made t 



the regular board: 
Crete is pas 
Galicia is neutral an 



-Crete is passable and a supply center 



a si. 



ipp 



° ente *iceland is passable and a supply 



center. 



■North Africa is divided into two spa- 
ce*- Morocco (a Spanish home center winch 
bo?derTWTO. \Hes, and Algeria) and 
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Algeria (an ordinary space bordering 
Morocco, Wes, and Tun). 

* Switzerland is passable and a 
supply center* 

6. Powers are assigned using the 
following procedure: 

a. Each player submits a list of 
the ten Great Powers in order of pref- 
erence. Ties are not permitted. 

b. The public Powers are selected 
first. Players' first choices are com- 
pared - unique first choices are grant- 
ed, and lots are drawn between players 
with identical first choices. 

c. As a Power is assigned to a 
players, it is removed from all play- 
ers' lists. 

d. Players who failed of their 
first choices repeat the process of b 
above using the highes available choi- 
ces, continuing until all players have 
a public Power. 

e. At this point five Powers re- 
main on each list. Start again from b 
above with these reduced lists and as- 
sign secret powers. 

7. The ownership of secret Powers 
is never revealed by the GM. (Note; 
KMRs /missed moves/ may make relation- 
ships apparent.) Players may do as 
they like in this regard. 

6. There are now 39 supply cen- 
ters on the board. The victory condi- 
tion is therefore 20 centers, which may 
be met by combining the totals of both 
a player's Powers. Adjustments are al- 
ways computed for each Power separately. 

9. The game is not historically 
based; it should begin in Spring 01 
(rather than 1201) . 

10. VARIATIONS; 

a. Yfool worth. Diplomacy IIA : A 
non- regular board version of WWII, de- 
leting rule 5 and using the accompany- 
ing map In place of the regular board. 
The new map adds a number of extra 
spaces to Increase mobility in several 
areas of the board* 

b. Wool worth .Diplomacy 113 : 
Face-to- face Woolworth II: all 10 Pow- 
ers are public. No other changes. 

c. Ten-Han Diplomacy IIP ; A 10- 
player game, with one player controlling 



each of the 10 Powers publically. No 
other changes. 

11* W.D. IIA Map Clarifications 

a. All units may move directly 
between Naples and Sicily In one sea- 
son. This does not affect fleets 
moving between Tyrrhenian and Ionian 
during the same season. 

b. In the first edition of the 
IIA map ((published elsewhere)), it 
is not clear whether units can move 
directly between Armenia and Moscow. 
They can't. 



(THE /telephone/ CALL OF THE WILY) 

(Cont 1 d from p. 15) 
"playing the person" and not "playing 
the pieces". Lasting friendships 
have been formed as a person's per- 
sonality is rapidly revealed under 
the pressure of dodging knives. 

The relaxed pace, the time for 
planning, the introduction of new 
players, all make play much more ob- 
jective and a better battle of wits. 
The rise In both the quality and quan- 
tity of games will Improve the play- 
ers' abilities and, therefore, the 
hobby itself. It will allow each par- 
ticipant a better comprehension and a 
fuller enjoyment of Diplomacy. 

Telephone Diplomacy combines the 
best of postal Diplomacy and face-to- 
face games, and will therefore im- 
prove the playing of the game. I in- 
vite all interested parties to con- 
tact me to comment,, criticize, and 
complain. Let's c ommuni c at e . . . a f t e r 
all, that is what" Diplomacy is all 
about . 

//Dennis Duncan can be. reached 
at Box 1733j Saskatoon, Saskatchewan, 
Canada S7H 0A4- At least, I think 
the postal code is tood for the Box 
...or try 1216 L. IZ+th St. 

//I know from experience that 
telephone games can be quite good. 
There is a feeling in some quarters 
that "telephone" games do not qual- 
ify as "postal" and are therefore ir- 
regular and should not be rated. I 
don't mind the label, but I regard 
them as being rated on a par with 
postal games because they share the 
same primary features. .. namely, that 
time exists for complete negotiations 
(Continued on page 2 if • ) 
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Aegxons ii ana 
III will bo ell-^-s 
gibie for 19b T* 



PMGIONS I 
& II are 
eligible 
for 1935; 
DipCon XIV 
was In Re- 
gion I. 



U 
P 
□ 
A 





d In 
airs 



on AY v'/I 
on junc tx 



Wl Oil 



on 



time re county 
too university 
j ?jig • oenorax 

ao y be ',) b t e I a o 



,'lns 1 ( • A , P 



the Bax- 
v.' o.ip us of 

of Mary- 

convention ' 
j by sending 




ORIGINS *82 

JULY 23-24-25, 1982 



00 X iyUUy, 

21220. \ cl ea go note in at 
ooid 3 ax timoro A unty ar.; e 



.edging in 



I n bjr:natiun 
a OA Sli to Cr- 
Baltimore iiD 

Baltimore City 
liferent* ) 
dorm rooms 01 



be obtained through At 
the sponsoring organiz 
addroos iodic at 00 Aba y e , 
t 0 o t e y 0 if -cd a - ; 3 u s o n d v:I a 



lari'oi- 
ati 0 n, 
lt' ( you 



0 rap uo may 
on, Ino - , 

;t tho 
nt one 

on vent ion rate, make reservati ;ns 
hrough last orn Tours, Inc . , L ^ast Pec 
ood, Baltimore HD 21202, At ta. : Linda 
Aacek. In noxtish we ailx he oublish- 



r c 



0 a ay a provided by 
0 at i 0 n g a £ n e a r b y oi a 
d tho Social oocuril 

Schedule : A loss 
ve Ache dale .has been 
.rk Beach. 

iriaav,. 2Q duly 19 12 
iUi: Variant Seminar on 



a .a: 

-L O 3 



eacing a 
Ac mi ni strati 
tentative Ten 
provided, us b 



010 obi 



Youngstown Varionc Tournament* 



Ik July 1952 



to AM-Noon: Diplomacy Seminar/Panel** 
IPM : Assembly for Aouna I 

L: 30 -11PM: Round I, Dip. Tournament 
i :30AM-??: Dip Con Society Meeting**-* 

Sunday, 29 July 1982 
AIM' : Assembly for Bound II ^ 

?: 30 AM- 3PM: Round II, Dip. Tournament** 

Notes: 



CLl SCUS 



I AX . 

I cn 
r v/ a r 0 » 



* Det alls not av- 
ailable at this time. 
These events to be or- 
ganised by Glen Taylor 
voiil be a mo allied panel 
doth audience questions 
Membership on the panel 



II 



Include Mark Berch (editor of 
DIPLOMACY DIGMST end DipCon Tourna- 
ment Director) % Bod Walker (editor 
of DIPLOMACY oOkLD) , Bruce Linsey 
( editor of '-/A ICS OF DOOM and Cu ste- 
al an of the N' o vi c e 1 no ject) , and Ka- 
thy Byrne (prominent player and nos- 



f the periodic New York Byrne- 



lions) 



XT 



• icipate most games 
>e over by this tirrx 



in 



Li 

Aon no. I wi. 

The meeting, which all Diplomacy hob- 
byists at the Con are automatically 



a d tnc u 
eligible to attend, wil 



1 



elect the 



site for DipCon XVI. MicniCon, site 
of origins f c3» is the only known 
bidder at this time. The meeting 
will also select a Committee of One/ 
Two/Irhee to organize the DipCon. 
Time permitting, other business may 
be considered- 

**Mark indicates that an extra 
half-hour may become available. . .but 
don' t count 



on it. 



Tournament Scoring: 



DipCon XV 
will use the Berch Tournament Scor- 
ing System. In this flat points are 
awarded for a victory (60) or draw 
(2- way, 46 each; 3- way, 37 each; and 
so on); however, in the event of a 
7- way draw, nobody gets any points. 



Bonus points, based on number of supply 
centers held at the end of the game, 
will also be awarded. The second round 
will be seeded. The Tournament will 
cost JJif.OO, by the way; this one fee 
covers both rounds. Tournament staff 
will include Mark Berch, Rod Walker, 
Fred Davis, and Herb Barents. Round I 
games will pretty much set their own 
pace; time limits in Round II will be 
strictly observed. Tournament rules 
will forbid any kibbitzing by tourna- 
ment staff. Awards will be: plaques 
for 1st through 10th places overall, 
plus "Best Country' 1 certificates award- 
ed separately for each round. 

Souvenir Booklet: This is a Dip- 
Con "first" we hope v/ill become a per- 
manent feature of the Con. The Booklet 
will be mailed to all persons who 
played in at least one round of the 
tournament. Those who sign up but fail 
to play can have a copy on request. 
Others may obtain copies at cost (to be 
announced). The Booklet will be 11-23 
pages long. Tentative contents (*=for 
sure): -^Complete tournament results, 
*All moves for the Round II Top Board 
game, with commentary; * Summary report 
of the DipCon Society meeting; High- 
lights of the Diplomacy Panel/ Seminar; 
^Results of a brief survey conducted 
amdng Tournament players; Statistical 
analysis of Tournament results; * Ac- 
counting of expenditure of Tournament 
fees; ' ^Report on the Variant Tourna- 
ment; Recollections and anecdotes from 
DipCon participants; Reprint of an ar- 
ticle on a previous convention/tourna- 
ment; * Li sting of potential New Blood 
from the Tournament survey; Brief cov- 
erage of the postal Diplomacy hobby. 
Mark Berch will edit & publish the Sou- 
venir Booklet. 

Tournament Fees: The $4 fee will 
be collected by the DipCon Committee,, 
These funds v/ill be allocated as fol- 
lows: room rental and Con fees; plaques 
and certificates; souvenir booklet; any 
miscellaneous expenses* Funds left over 
after expenses will be donated to hobby 
service projects on the basis of need. 
Normally, this would mean such projects 
as the Boar dm an Numbers, the U.S. Orphan 
Service, the Novice Project, the Miller 
Numbers, and perhaps others. 



BIG SPECIAL REQUEST: PLEASE DON 1 T 
FORGET TO BRING YOUR DIPLOMACY SET. 
It is unlikely that sets will be 
available from any other source, and 
tournament players' sets will need to 
be used on a volunteer basis for the 
tournament. In the past, practice has 
been to assign the player and his set 
to the same table, of course. 

Contact Points : 

ATLANTICCN, INC.: General Con 
info (send SASE). See address, p. 23* 

Herb Barents,, 1I/+2 3. 96th Ave., 
Zeeland MI 49^-6^* Contact Herb If 
you represent a host Con that wishes 
to bid for DipCon XVT in 1983- Also 
please notify Herb if you plan to in- 
troduce Charter amendments or other 
business after the meeting has selec- 
ted the 1983 site and elected a new 
DipCon Committee. 

Mark Berch, L&2 Naylor PI., Alex- 
andria VA 2230 £f.. Contact Mark if you 
wish an advance copy of the Tourna- 
ment player handout (send SASE)* You 
might also inform Mark if you are go- 
ing to attend the Tournament and will 
be bringing a game set, 

Fred Davis, 1^27 CI ai ridge Ave., 
Baltimore MD 21207* Contact Fred if 
you wish a copy of the DipCon Society 
Charter (send SASE) * This is the 
1980 amended version. 

Rod Walker (address on p. 2). 
Contact Rod if you wish a copy of 
DIPLOMACY WORLD 25, which contains 
the original 1979 version of the Char- 



ter 
THE 



r plus 
DinCon 
111, 50 



an article 
While they 



on the history of 
last, copies are 



(telephone) CALL OF THE WILY 
(Cent* d from p. 22) 
and that negotiations are truly se- 
cret . 

//However, don't count on cheap 
negotiations. In most areas, what 
you find is that some players are in 
the locality but still must phone 
long distance. Furthermore, many peo- 
ple now live where local calls run up 
^message units 1 ', so you wind up pay- 
ing even for those. Not much, grant- 
ed, and it's still cheaper than the 
Postal so-called Service. I agree 



with Dennis 
like it.// 



overall: Try it, you'll 



ABC.UT THAT CROSGV/CHD 

We have come good news here and 
come bad news. The good news Is that 
we have determined that Bill Becker was 
the author of the original- The had 
news is that we have a problem in that 
a few of the definitions for words were 
left out iastish. Accordingly, the . 
time for solving the crossword and get- 
ting the solution to us is extended 
through, about the 20th of May or so..* 
the first completely accurate solution 
we get (we have none yet) wins, or the 
most complete solution we have by the 
deadline* The prise, remember, is a 
y e ar ' s su b s c ri p t i o n to D W , wh i c h y o u 
can tack on to your present sub or give 
as a gift to another person. 

Missing are: ACROSS: 
o9* Like plinn, jo L & JL 

01, Is that how they abbreviate it in 

Innsbrtlck? 
;3* Admiral Halscy' s "little Nip" , 

Typo error: DC'.VIi: 
77 * Should refer to n £5 across", not 
"23 across". 



No question about it, this issue 
of DIPLOMACY WORLD will get into the 
-nail about 2 weeks later than it should, 
oe try to got to our printer by the 1st 
ox the month and usually make it by the 
7th. This time, it's the 15th. The 
reason is that our gears electric died 
and It took them about a month to res- 
urrect It, 



iei* mv'rm^nm AL diplomacy hall of fake 

Larry Peery has announced (in XSMO- 
GOGIC XV. i) that the ZDil'F has now elec- 
ted its first 7 inductees* The hobby 
figures so recognized were Edi Sirs an 
(famous player and past President of the 
IDA) , W alt Buchanan (see article, thish), 
John K oning (deceased; editor of sTab ) ; 
John McCallum (see article, lastish), 
D:n Miller (editor of DIPLOMAT I A & many 
other 'sines; founder of the Miller 
lumbers), Hal. Haus (editor of ADAG) , and 
Conrad von Metzke (editor of C03TAGUANA, 
Dtf, & other ' sines, past £NC, &c). 



by Mark L. Berch 

It is Spring 1910- The moves 
for that season include the following: 

Unit A to X 

Unit B to X 

Unit C to X 

Unit D to X. 
Space X was vacant in Winter ±309, 
All four of these moves were done sep- 
arately in 302, 30 L ? 306, and 308 res- 
pectively} and each succeeded at the 
time. This time all A were done in 
the same season, however, and none of 
them received any support. The first 
3 failed; but the last, Unit D to X, 
succeeded, and Unit D entered space 
X. How can such a thing happen? 

Assume that the Units are cor- 
rectly labeled as to whether they are 
armies or fleets (I have used "Unit" 
to give you the maximum flexibility 
in deciding whether to use A or F). 
Assume that A, B, C, D, and X are all 
spaces on a standard Diplomacy board 
in a regular game, and have been cor- 
rectly spelled. Assume that the same 
GH has been running the entire game, 
and that he has used the same stand- 
ards of GMing throughout. The answer 
does NOT involve any Rulebook Paradox 
or Contradiction* Make any assump- 
tions about nationality you wish. 

If you believe the result is not 
possible, say so. If you believe that 
it is possible, name all the types of 
circumstances which could produce such 
a result* In order to be completely 
correct, you must name all circumstan- 
ces (if any) which can produce this 
result, and not name any which cannot 
produce It. That is, your answer must 
be free of errors both of omission and 
commission. Any subscriber to DIPLO- 
MACY DCJ1LD is eligible to enter* Your 
answer must be received by Mark Berch, 
492 Naylor PI. 5 Alexandria VA 22304, 
by 20 March 1982. There will he a 
prize of a 20-1 s sue sub or sub exten- 
sion to DIPLOMACY DIGL3T, my 'sine, 
which will go to the winner or be di- 
vided among those answering correctly. 
Among those who are wrong, I will give 

(Continued on nage 26) 
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(POSTAL GAME OPENINGS — cont'd from 
p. 38) 

* Dick Martin, 6103 Breezewood Ct. 



#202, Greenbelt MD 20 7 70; 
4w, Nf 58 plus sub SOc/is 

# Mark Matuschak , H106 East ( 
Columbia U. , New York NY 10027; 

m, Gf S3- 6 plui 



RETALIATION, 
ue. 



BUZZARD'S BREATH, 
10/158, s/50c. 

# R. Montonaro , 2 Lookout 
ville RI 02828; ('sine name 
(freq. unkn.), Gf free, s/?? 

Daniel Scott Palter, 



lampus, 

THE 
nib 



Rd. , Green- 
unknown) , 



dariiurst 
Gf free, 

* Al Pearson 
wi 25414; 
plus sub 



Box 156, Ge- 

PHE PINK DRAGON, m 



NY 1151b; 
s/f ree. 

Box 898, Charles 
AMONG FRIENDS, m, 
s/20c 



JUST 
10/^7, 



Town 
Gf $5 



Peery , 



* Larry. 
Diego CA 92102; 



P.O. 

XENOGOGIG, 



tamp. 
Box 8416, 



m. 



San 
Gf »15. 



( ' Zine is 
monthly. ) 

■a Mark 
nyvale GA 



quarterly; game reports are 



Rowell , 

9WbT 

Gf EASE or SAS pos 

Sacks , 
10034; 



389 Beemer Ave. , Sun- 
(no publication) , 3w, 
tcard per season* 

^8 61 Broadway, 5-V, 
HANSARD, m, Gf $12, 



Schaaf, P.O. Box 
IMBROGLIO, 



3151, 
4~6w, 



is Ci; 
5w 3 



Gf 



Ful- 
Gf 

La 
35 



* # Robert 
New York NY 
s/?? (50c?) 

Martin 
lerton GA 92634; 
$15, s/SASE. 

# Mike Scott , 1726 Cypre 
Verne GA 91750; MIKE'S MAG 
-7* s/?? (try SASE). 

* Donald L, Si £ wait, 125 Hebard St, 
Rochester NY 14805; HOOF & MOUTH , 4w, 
Gf 32*50 plus sub l/45c, s/20c stamp. 

*^ Jeff Sloan , 722 Northern Hts. Dr., 
Rochester MN 55901; conflicts. 3~4w, 
Gf S3* 50-4 plus sub I/SASE, s/50c. 

John Strain , 1154 Harbor Dr., No. 
flyers FL 33903; NO NAME, m, Gf $2 



Ft 

M J- • 



is sub 1, 



25c 



(5/ Si, 10, 



SI. 50) 



ASE. 



Tom Swider, 1183 Robinson Hill "Rd. 



(THE BOHAS OPENING — cont'd from p. 
11) 

against him! But England continued 
to attack, although he did not take 
Sweden because GER cut his support 
with F Den-Ska. After W02, the game 
underwent a long delay, and when it 
resumed, the new English player aban- 
doned the attack on Russia., and moved 
on France. joined in this a short 
time later by Germany, The game was 
eventually won in 1917 by England. 

These games certainly demonstrate 
the old adage that no two Diplomacy 
games are alike-- or even similar. So 
you can draw your own conclusions* 
The one that I would draw is that the 
German fleet must be watched very 
closely. If it moves to Hoi in SOI, 
England should be worried. And if 
Germany orders F Kie-Den in SOI and 
then F Den H in F01, England should 
probably break off the opening com- 
pletely. 

In most games, England's first 
victim will be FRA or GER. But if 
it's going to be Russia, the Bohas 
Opening should be given careful con- 
sideration. 

//Mark Berch is the outspoken ed- 
itor of DIPLOMACY DIGEST (see under 
the "Hobby Services" section, thish). 
He also serves as DW f s chief Editorial 
Consultant, which involves a variety 
of miscellaneous but highly important 
duties, and also as a member of the 
DipCon Committee of Three. He will 
be Tournament Director for the DipCon 
XV Diplomacy Tournament. A prolific 
writer and speaker, his name can be 
seen In dozens of ! zines and his 
voice can be heard across any given 
room in any given state of congestion* 
The Irksome thing about Mark. is not 
that he is so often heard, but that 
he is so often right. As this arti- 
cle shows, he is one of the most 
original thinkers active In the hobby 
these days.// _____ ... 



"En dwell NY 13760; EXPLETIV1 
2w, Gf S3 Plus sub 10/ $3* 50 , 

*@ Judy Winsome , 749 21st 
13, San Francisco GA 94121; 



DELETED, 
s/35c 

Ave., Apt. 

WINSOME 



LO SESOME, m, 
sub), s/free 



sub 1/40 c ($5 minimum 



"MYSTERY 



MOV. 
25) 



'UZZLE (conf d from p 



a special 4-issue prize to the most 
amusing or entertaining answer, if 
there is one. The name (3) of the win- 
ner (s) will appear in D.V7. #31. 
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1980AY 

GAMESMASTER: ERIC VERHEIDEN 
COMMENTARY: DON DITTER 

//Note: Reporting of the game in 
DIPLOMACY WORLD uses the EREHWON system 
of notation. See D. IV. 29, p. 17? £or a 

complete explanation of annotations.// 

SPRING 1908 

ENGLAND (Bernard Sampson): F Nrg- 
NAt, F Nth S A Nwy, F Bar- St P (nc) S by 
A Nwy. 

FRANCE (Bob Sergeant); F Bre-Mid, 
A Bur-Gas, A Tus-Pie, F Tyn-Lyo, F Wes- 

TE£S £ °y ^ Tun - 

GERMANY (Lee Kendter, Sr.): F Den- 
Bal S by F Swe , A Kie S A Ber , A Mun H 
3 by A Ruh £ A Ber (A Ber ,/d/). 

ITALY (Hal Norman) : F Mid- Eng. 

RUSSIA (Mark Berch) : A Fin- Swe . F 
StP(nc) H S by A Lvn, F Bal-Kie , A Sil- 
Ber S by A Pru, A Boh-Sil, A Trl-Mun . 

TURKEY (Peter Reese); A Ven S F 
Rom, F Ion-Tyn S by F Rom & F Nap, F 
Aeg-Ion, A Gre-Alb, A Bui-Rum, F Bla- 
Con. 

Commentary : I hope all the readers 
see as clearly as I do the important of 
fleet Bal to the Russian attack on Ger- 
many. Russia's Spring 1910 moves guar- 
antee that Berlin falls. It is F Bal 
that cuts the key support from Kie. 
Had F Bal been dislodged earlier, Berlin 
,vould be part of the German stalemate 
line. Once again GER/ENG made the inex- 
cusable blunder of not dislodging F Bal. 
The only ;;:ca tactical moves are; F Swe- 
Eal S by F Den, A Nwy-Fin, F Nrg-Nwy S 
by F Bar, If Sweden were lost (as it 
would have been with Russia's orders), 
it can be easily regained, in the Fall 
(~- 1 leave it to the reader to find out 
now). In fact GER/ENG should try to 
get Sweden into England' s control, as it 
is highly unlikely that Germany v/il 
ever have a home supply center open for 
a build. 

But with the blunder of not taking 
Bal, Russia should now be able to take 



Mun — again the cut of Kiel's support 
from Bal is the crucial move. Addi- 
tionally, once Bal falls — StP should 
also fall after Fin and Bot are dis- 
lodged. 

In the south, France has begun 
to set up one of many stalemate pos- 
sibilities — he will need an addition- 
al fleet to set up the Mar-Lyo-Wes- 
Tun-Spa fleet stalemate line — he is 
probably hoping A Pie is dislodged 
off the board (0TB), so he can build 
F Mar. He could also use help from 
ITA or ENG — one fleet completes the 
line — although even with k French 
fleets, Turkey will have to make a 
lot of right guesses to break 
through. A 6-way draw is also pro- 
posed for Fall 1908 as ENG/FRA try to 
rectify the Italian situation. 

FALL 1908 

ENGLAND: F NAt-Mid, F Nth S IT- 
ALIAN F Eng-Lon, A Nwy S GERMAN F Swe, 
F Bar S A Nwy. Owns: Edi, Lpl, tM> 
Nwy (3)- Disband 1. 

FRANCE: F Mid-Spa(sc), F Lyo H, 
F Tun H S by F Wes, A Gas-Bur, A Pie- 
Trl . Owns; Bre, Mar, Par, Spa, Por, 
Tun (6). No change. 

GERMANY : F Swe H, F Den S A Kie, 
A Kie S A Mun , A Ruh S A Mun, A Mun S 
A Kie . Owns: Mt, Kie, Mun, Hoi, 
Bel, Den, Swe- (6). No place to build 
1 (1 /d/ in 1908). 

ITALY: F Eng-Lon. Owns: Con, 
Eon (2). No place to build 1. 

RUSSIA; F StP(nc) H S by A Lvn, 
F Bal-Kie S by A Ber, A Fin- Swe , A 
Pru-Sil, A Sil-Boh, A Tri-Mun . Owns: 
Mos, St.P, Sev, War, Tri, Bud, Vie, 
Rum, Ber (9). Build 1. 

TURKEY; F Rom-Tus S by A Ven & 
F Tyn, F Nap & F Ion S F Tyn, A Alb 
H, A Rum-Gal, F Con-Aeg. Owns: Ank, 
Smy, Gre, Ser, Ven, Rom, Nap, Bui 
(8). No change. 

Commentary : Again this season 
ENG/GER are playing very foolishly — 
I won't harp on their failure to take 
Bal again, as they have obviously ov- 
erlooked the importance of that key 




space. But there is no reason to have 
Germany ff one *short" — no room to build. 
That build should have been given up 
to Englance via F Nth-Bel, The English 
support of the Italian fleet to London 
was obviously made to try to woo ITA 
back to the Western side, but the re- 
moval (probably F Mid) will hurt the 
southern stalemate effort. 

In the south France did not get 
dislodged from Pie as he may have 
hoped, so it looks as if Turkey should 
be able to push him back to a Tun-NAf- 
Wes- Spa-Mar line or a NAf-Wes-Spa-Mar 
stalemate line — but again Turkey must 
make good guesses and his progress will 
probably be slow. 

The RUS/TUR alliance has played as 
one country for much of the game. 
Their communication & tactics have been 
excellent. I am sure that they are a 
local phone call away from each other 
has worked to their advantage (lower 
phone bills if nothing else). But I 
don't believe the alliance would have 
been any different had they lived in 
different states. The RUS/TUR alliance 
is a very good one and they have played 
it to its maximum advantage. If ENG/ 



FRA/GER/ITA had been as 
communicative and tactic- 
ally sound as RUS/TUR, 
the game would have ended 
long ago in a 6- way draw. 

The 6- way draw vote 
this season was defeated — 
I doubt that RUS/TUR will 
ever vote for it so long 
as they are not faced with 
an impenetrable stalemate 
line-- and ENG/FRA/GER are 
quickly losing their chance 
for one, unless Italy comes 
around and stops harassing 
them. 

WINTER 1 9Q8 

ENGLAND: D F Mid. 
RUSSIA; B A Mos. 

Commentary : No sur- 
prises here. A Moscow will 
be used to maintain control 
of StP, as the Turkish A 
Gal fills In the Boh/Sii 
area. Munich should fall 
to RUS/TUR in 1909 and pos- 
sibly Kiel in 1910. I'm 
sure Russia is thinking 
of breaking through in the 
so long as progress is be- 
ing made in Germany, the removals are 
bound to hurt the ENG/GER defense. 
The English removal of F Mid hurts the 
southern stalemate effort, but F Nth 
will probably be needed to hold Scan- 
dinavia for ENG/GER. 



about ways 
north, but 



SPRING 1909 



ENGLAND: F Nxh & F 
A Nwy S GERMAN F Swe . 

FRANCE: A Bur S GERMAN 
Tun H S by F Wes, F Spa(sc) 



Bar S A Nwy, 



F 



A Mun, 
F Lyo, 

A Pie H S by F Lyo (A Pie R-otb). 

GERMANY: F Swe H 3 by F Den, A 
S A Kie, A Kio S A Mun, A Mun S A 



Huh ___ 
Kie . 

ITALY: F Lon-Wal. 

RUSSIA: F StP (nc) -Nwy , A Fin- Swe , 
A Lvn-Kie C by F Bal and S by A Ber, A 
Mos-Lvn , A Sil-Pru, A Trl S TURKISH F 
Tus-Pie, A Boh- Mun . 

TURKEY: F Tus-Pie S by A Ven, F 
Tyn-Tus, F lon-Tyn, A Alb-Gre, F Aeg- 
Ion, A Gal-Sil, F Nap-Rom. 

Commentary : There were some 
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interesting moves in the Med this sea- 
con* France is trying very hard to 
hold V/es, Tun, and Lyo from Turkish 
fleets. He still no doubt has a no- 
tion of replacing A Pie with a F Mar. 
France has a guess to make, as Turkey 
has three options with F Tyn: 

(1) Use it to attack Tun. 

(2) Use it to attack Lyo. 

(3) Use it to support an attack on 
Tun' or Lyo,. or to cut support of F Wes. 

if France decides to guard against 
(1) and Turkey guesses right and puts 
three units against Lyo, 
kinds of right guesses 1 
earlier. RUS/TUR seem t< 
very methodically and ca: 



these are tne 
referred to 
be playing 



eiux^y 



VjXi '2/ 



jRA/GLR should use this pattern to try 
to predict future moves — but as soon as 
they do RUS/TUR will try something era- 
that will work. 

In Germany RUS/TUR are setting up 
to take Mun in the Fall* They can 
guarantee It: attack from Berlin with 
> supports, F 3al cutting the critical 
support of A Kie* Another dieet is 
p -reded to support Swe or Kie, or GTE 
end RUS will be involved in a gu.essxng 
game as to which sent er F Den will have 
to support. 

hostile to ING/FRA/GgR. 
England must use F Nth to 
retake Lon, as he can 
ford, to lose both Lon ana 
L, ; :l. Using F Nth to shadow 
the Italian fleet ties up a 
, i l; al unit which is needed 
to support Gv/e or Kie* 
I nee again that missing Ger 
oan guild Is haunting ENG/ 
C 'TR . If England had taken 
Gel in Fail 1903, they v/oul 
oe in much better shape now 
As it is, GLR is one short 
oi a stalemate in the north i 



FRANCE: A Bur-Mar T F Lyo -Mar 
(/r/, R-Spa(sc), F Wes-NAf, F Spa 
(sc)-V/es, F Tun H. Owns: Bre, Mar, 
Par, Spa, For, Tun (6), Build 1 (1 
/d/ in 1909). 

GERMANY: F 3v/e S ENGLISH A Nwy , 
F Den S F Swe, A Ruh 5 A Kie, A Kie S 
A Mun, A Mun 3 A Kie /d/. Owns: Kie, 
HZTTHol, Bel, Den, Swe (5). No place 
to build 1 (1 /d/, 1909, I short after 
1908). 

ITALY: F Wal-Lpl. Cwns: Con, 
Lpi (2). No place to build 1 (1 
short after 1908)* 

RH3SIA: F ^3tP(nc)~Nwy , A Mos- 
GtF 3 by A Lvn, A Fin- Swe, A Pr.u-Ki e 
G by F Bal and 3 by A Ber, A Boh-Mun 
A by A Trl. Owns: Mos, StP, 3ev, 
Y/ar, Tri, Bud, Vie, Rum, Ber, Mun (10) 
Build E 



RUSSIAN A Boh 
Pie, 

Gr 

ms: Ank, 3my 3t Gre, 3er 3 
Gem 5 Nap, Bui (3)# No change. 



TURKEY: A Si. 

/otm/, F Tyn- Lyo S by F~Tus"& 
F Rom-Tyn, F Ion- Tun, A Ven II, A Gre 
™" Al o * 

Ven, 



Commentary 



This is not one of 



the best games I've seen Lee Kendter 
play. The tactical errors he is mak- 
ing are not characteristic of his 
style of play* The moves that should 



i ? ranee is 

reel ornate in the sou on— 
r i p r...; r RUS/TUR odll 



iess rigiit a 
-:.pply cantor 
Art her v; eel: on 



id net oio t 
, oho oh vjil 



11 G/ 



/-L): F 
GLRMAN 



: n • 



owns: ITcil, "7?/, Lon , 

o; . No ehan^p 




short o 



Bar 3 A 
Swe 
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have been made by GER/ ENG were: F Bar 
-StP(nc), A Nwy- Fin, F Swe- Fin, F Den 
-Bal, A Mun-Bur S by A Kie, A Ruh-Hol. 
I encourage all readers to set up this 
position and see why those moves are 
superior. First, they guarnatee that 
Swe, Kie, and Nwy remain in ENG/ GER 
hands. Sure, Munich will fall, but 
there's probably no way of preventing 
that — certainly the German actual or- 
ders didn't prevent it. Lee's goal 
was the same as mine: preserve Kie, 
Swe, & Nwy. But look at the benefit 
of my orders: A Ruh-Hol leaves Ruh as 
a retreat space for A Muni 1 Then, in- 
stead of playing one short, Germany 
would be even and have established an 
impenetrable stalemate line with Eng- 
lish A Nwy & F Bar and French A Bur — 
then the only way Russia can make any 
further progress is with Italy 1 ' s help. 
But now Germany is still playing one 
short and must outguess Russia to main- 
tain his position. I expect to get all 
kinds of letters if my analysis is 
wrong, and I expect Lee will be the 
first to write. 

In the south, France gambled and 
caught Turkey by surprise with his re- 
moval (retreat otb in Spring), but un- 
fortunately the loss of Lyo means 
France will need 6 units to form a 
stalemate line with Tunis or 5 units 
without Tunis; either way, he is still 
one short, France also gambled this 
season in shifting his forces to pre- 
pare for the loss of Lyo. Turkey 
guessed wrong in the sense that F Ion- 
Tun S by F Tyn would have left France 
in much worse shape. Oh, well, at 
least we have established that Turkey 
is not psychic. 

WINTER 1909 

FRANCE: B F Mar. 
RUSSIA: B A War. 

Commentary : The game has boiled 
down to a guessing game on both fronts. 
In each case, ENG/FRA/GER are one unit 
short of a stalemate line. In the 
north F Ska, Hel, or Hoi is needed; in 
the south F Mid is needed. I'm sure 
the reader can verify both stalemate 
lines. Ironically, there are two units 
playing around in England that would 
complete both lines. Unfortunately, 
one of these is unfriendly — were it not 
for that Italian fleet a stalemate line 



would exist now on both fronts. Ch, 
yes; there is a third available unit 
— the one which Germany is short. 

The draw vote has again been de- 
feated, no doubt by RUS/TUR. Italy 
can still change his mind and rein- 
force the ENG/FRA/GER line, but I 
doubt that he will and I predict he 
will assist RUS/TUR break through 
the Western defenses. RUS/TUR 1 s 
progress will be slow, but they will 
make progress. My prediction — a 
RUS/TUR 17-17 draw or a Turkish win. 
I believe Turkish gains in the south 
will come faster and sooner than 
Russian gains in the north, which 
will mean* that Turkey will have the 
upper hand in any race to a win. 

ARE YOU NEW? 

If you are new to postal play, 
you'll want to check out SUPERNOVA, 
the package for postal "novice" 
players. This is SI. 00 from Bruce 
Linsey, 21+A Quarry Dr., Albany NY 
12205. SUPERNOVA contains a wide 
range of short articles by experi- 
enced members of the hobby on postal 
play in all of its aspects. This 
35-page bookelt is not only an excel- 
lent introduction to the postal 
hobby, it is also a fund of informa- 
tion on the game in general. 

Players in Canada will be glad 
to know that the Canadian Diplomacy 
Organization offers a similar ser- 
vice. Contact Nick Russon, Box k03> 
Station A, Mississauga, Ontario L5A 
3A2 for a copy of CEPHEIDS, the CDO 
"novice" publication. 

(The CDO, by the way, is an 
informal organization which provides 
basic hobby services in Canada, al- 
though its membership and custodians 
are not always Canadian. For fur- 
ther information, contact the CDO 
Coordinator, Ronald J. Brown, RR #1, 
Low, Prov. Quebec JOX 2C0.) 

Persons new to the hobby may 
also wish to check out the ZINE DIR- 
ECTORY, published by Mike Mills... 
see p. 35f item F. 

Another good publication for 
newcomers is DIPLOMACY DIGEST, pub- 
lished by Mark Berch...see p. 39, 
middle of 2nd column under "Hobby 
Reprint Service". DD also prints 
hobby news and other materials of 
interest. 
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the bloated mailbox 



//.DIPLOMACY WORLD welcomes your letters 
of comment; a lively LoC column is a 
big plus in any f zine. However, the 
Editor reserves the right to edit LoCs, 
just as he does articles. Please be 
sure your LoCs are clearly labled H Let- 
ter to the editor" and clearly distin- 
guished from personal letters, bomb 
threats i proposals of marriage, and the 
other usual things we get around here* 
The Editor does not guarantee to print 
every LoC he gets, and does print ex- 
orpts from letters not so labled if he 
feels the comments will be of interest 
to the general reader. Although by~ 
iined, LoCs are not paid for (as are 
articles)* xhe Editor's decision to 
print any letter, or parts of any let- 
ter, is final. The Editor 1 s comments 
appear. after the letter and are set off 
by double slashes.// 

Dear Rod, 

After reading DW #29, I felt it 
necessary to write and tell you what a 
fine job you are doing* DW is looking 
better than it ever did. I really en- 
joyed the cover; brings back such fond 
memories* 

However, my favorite part was Imative 
"John A„ McCallum, Profile of the Past" J 
Doug Beyerlein did a terrific job and I j-* 
hope that he can be persuaded to do 



Rod, 

DW #29 was excellent! Thanks for 
the plug for CR* A number of DW read- 
ers have written. ....... .......... 

.Doug Beyerlein. „ 

//Thanks for your kind words, 
Doug, "CR" is CALIFORNIA REPORTS, a 
Dipzine specialising in discussions 
of application of computers to Diplo- 
macy. Interested parties should con- 
tact Doug at 640 College Ave, , Menlo 
P'arkj:A 9^02^//__ 

Dear Rod: 

The crossword puzzle alone was 
worth the subscription price. Keep 

up the good work I . « ••••••••• 

.-.Steven J. Hut ton. 

//I rather liked it* Unfortun- 
ately, there are a couple of problems 
with It, on which see elsewhere In 
thish. And thanks for writing to let 
us know you liked it. Responses like 
yours let us know what readers might 
like to see in the future.// 

Dear Mr* Walker: 

I like the magazine,. It r s a good 
product for the money and very infor- 



Aeep up 



o o d w o rk » « a 



Jim Finley. . 



more. 



I'd 



on Walt 
oat 



qui t e a xew 
co see ones 
51 rsan. 

Anyway, £ 
and then tell your staff n 
done" » I look forward to 

:»!$**»0.»9 4«* a!, at h . / x ij.e « • « 



peel ally 



u chan an ana n,ax 



e hacK 
ob well 
he next 



Dear Rod, 

On Bench' s letter on convoys: I 
have to agree with Mark on his ruling 
in situation A. Mark did a good job 
of presenting the problem. 

Are you going to GenOon or Ori- 



so- 



ns? I f so * I hO'OQ 



it 



then- 



d, Kathy. 



/ / i t. m p n _ k » r. h v - _ „ mi r my arm 

roke. I do have an excellent staffs 
hich I inherited from Jerry, and they 
o?e a huge help to me. A little praise 
h-om our friends never hurts, either* 



. iiirxc ivaa- 



//Mark did his usual thorough a.nd 
creative job. I should emphasize that 
while I disagree with most of Mark's 

that is not 



onclusions about convoy, 



/ 



ou 



I 



i^oug' 3 arucie was a line 
LI be happy to kno?/ that he 



wno 



sen* 



id ce e 



Dlan; 

eaooler to know that the article on Waltl convoy questions are sufficiently com- 
luchanan is already in my file. It wliljplex that I am abacus to see all 
bo In this issue or next, depending on 
space.// 



oy way oi saying ne is w.ron£. a no 
question can be argued more than one 
way, and I just happen to go in a dif- 
ferent direction than he does* The 



mgles argued in these pages. 

//I will be at Origins, yes, 
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That is DipCon XV, of course; on which 
see elsewhere thish. I have heard 
that QenCon East has suddenly gone 
belly-up; but the source is not a re- 
liable one, so we'll have to see.// 



Rod— 

You bet I'll re- subscribe. Now 
that DW is coming regularly I can f t 
let my sub run out. Thanks for the 
fine work. 1 especially enjoy arti- 
cles on tactics and strategy, and the 

variants articles. . . . . 

• • .Jack Fleming. 

//Thanks, Jack. We try, of 
course, to keep a good "mix" of mater- 
ial in DW. Regularity is a big thing 
with me and DW has the #1 priority of 
all my publications. Thish, alas, will 
be a tad late because my typewriter got 
sick and spent more than i\. weeks(ii) in 
the shop. I assure you that this sort 
of delay is not acceptable to me and I 
will make every effort to see it does 
not happen again.// 

I received issue #29 today, warm- 
ing up my minus 37 degree Celcius day 
**,*The article, "The Russian Frolic", 
was especially timely. The convoy 
rules articles could prove of use as I 
am known for convoying an army at the 
drop of a hat. I must, however, res- 
erve my highest praise for David Ez- 
sio's excellent article* I plan to 
show this to some of my opponents whose 
idea of a good game is to play H random 
rabbit" and stab a new country every 
season. » * ^ ® $ * * ,3 



9 » a a <) 



» a * » a 



a •<>*••»•.» Denni s Dune an «»••«..•»•>*', 

//And thank you for jour article, 
Dennis. Your letter and the ethers 
I've printed show that praise for var- 
ious sections of the r zine were pretty 
evenly spread about* In fact, after 
this last issue, we got quite a few 
nice comments, of which these are rep- 
resentative samples. In fact, we got 
only one negative comment on the issue, 
from Elmer Hint on, who said* "I dislike 
It intensely," He said something sim- 
ilar about the last Issue, but keeps 
refusing to, tell me why. I will repeat 
for everyone's benefit that construc- 
tive criticism is always welcome here. 
Nitpicking nastiness I can do without, 
but " anything designed to help us get 



better is always welcome. I don't 
guarantee to make changes which are 
recommended because of editorial im- 
peratives inherent in this sort of 
1 sine or in my editorial conception 
of it, but I do guarantee to give 
full consideration to all suggestions 
and recommendations. Many people do 
not know that our severest and most- 
constant critic is Mark Berch, and he 
has maybe a 30% success rate in get- 
ting me to change things. It is my 
intention to go back to Conrad von 
Metzke's old technique of sending out 
reader response forms, so thatwe can 
have a better measure of what people 
do and don't like.// 



Dear Hod, 

In DW 28 I had an article sugges- 
ting several ways of keeping a sensi- 
tive game-letter from being remained* 
Since then I have run across another 
method, which is quite versitile. 
Write your sensitive letter on other 
than your usual writing paper, and 
compose it in a different writing 
style. Don't use your own typewri- 
ter, or have a friend write it out 
in longhand. And don't sign it* 
Such a letter will be practically im- 
possible to pass, because it will be 
so difficult for the would-be passer 
to persuade anyone that this is actu- 
ally your letter. It 
a very crude forgery, 
lem would be that the person you' re 
sending it to might think it's not 
really from you. But that can be a- 
voided by including In the same en- 
velope a letter which clearly does 
come' 1 " from you, This should be an 
ordinary , general letter, so that 
all this is really coming from you. 
The one drawback to this plan is 
that It will be obvious why' you are 
doing such a thing there's noth- 
ing subtle about the method. But it 
should work. This suggestion comes 
from Richard Kucknall who published 
it 3 years ago in FALL OF EAGLES* 

In DW 23 9 middle of column 2 on 
p. 16, there is a typo. It should 



th. 

will 

The 



seem like 
one prob- 



sa 



J 9 



.move tne army 



'0! 



Yor to 



Bel" (not 
h 



p. IO 



eJJ- 



i + 



re 



. . to 

,cara 



Lon") * 
to your 



comments on 
the 
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on how Charles Reinsel got 
numbering for his BIG BROTHER up 



high: he 1 s not the only one to give a 
new issue number for each sheet ( i« e._ , 
a single season of a single game). 
This has been done by others ( e, g. .» 
THE" L0N1R, NARSIL), though probably 
not for that purpose* According to 
archivist V/alt Buchanan, Reinsel had 
a different technique to boost his is- 
sue numbers. He went back and renum- 
bered all the f zines he had published 
in comic book fandom as BIG BROTHERS 
— adding hundreds* The vanity of us 
publishers knows no bounds I 

In your " overall" scoring system 
you assign values to various outcomes, 
values which you describe as "more- er- 
icas arbitrary 1 ' and "generous" • The 
word I'd use is "inexplicable"* You 
give, for example, 3 points for coming 
In 5th and 3 points for being in a 5- 
way draw, That is, if a country is 
trie fifth-strongest, it gets 3 points 
regardless of whether it is part of a 
draw or merely one of the losers in a 
game won by another* That to me bears 
no resemblance to how people actually 
plan Diplomacy post ally. My guess is 
that at least 3G% of the players would 
rank being in a 5™ way draw as signif- 
icantly ahead, of finishing in 5th 
place to someone' s win* And I see you 
also give J points for being the 5th 
person eliminated. To give the same 
number of points to a person or coun- 
try eliminated as.- to one who has 
?i.r awn is inexplicable, The main ef- 
fect of giving so many points to those 
who have lost or even been eliminated 
is the tremendous dilution of the val- 
ue of the win* The countries with the 
first and second most wins land up ifth 
and last respectively in the overall 
count. 

And, to close on a completely 
trivial note, the "(.six)" should not 
hove been inserted into my SG6 orders 
in 1980 AY. The piece was not mi Bor- 
dered, nor did the GM mistranscribe it. 

» « ■*■■ ;i t? » i« a p * • » j o 5) o * e «i * * # » j i » » * « «t * * ii a u a • • • 

«?&aa*»*»0» Mark uorch «a«****»*»»»^*»««« 

//On sensitive letters; The new 
method you mention sounds good. I see 
no problem in signalling another piay- 
■r, "I want to work with you, but I 
■ ;n ? t trust you." One has to respect 
" : ' ri ° .th inkin g player who considers all 
the angles. He will make a good, but 



dangerous, ally. The signal of lack 
of trust may work to your benefit, 
in that the other guy will be more 
circumspect and careful in how he 
handles you and think twice before 
stabbing you. 

//That wasn't a typo in your 
article: 1 changed "Lon" to "Eel" 
because I honestly felt (and I still 
do) that your discussion of compound 
paradoxes arising works better with 
the orders that way. However, read- 
ers should try the situation des- 
cribed both ways. I did think, Mark, 
that you meant "Bel"; sorry* 

//Reinsel. . . sigh.. . . * 

//In the Overall system, the raw 
stats ore there, so people can assign 
any point values they wish and recal- 
culate the results. I would of 
course be very anxious to see what 
people come up with, so if you re- 
calculate the results., please send me 
a copy of your point system and the 
fin 3.1 t a bul at Ion* 

//I do agree, though, Mark, that 
my point system is a little more ar- 
bitrary than I had intended. The 
problem arises by starting too low, 
with 10 points for a win. I am re- 
doing the system, starting with 20 
for a win* I actually have the scale 
done, but won't print it here. It 
will appear with the first results 
of a player rating system I am put- 
ting together during odd moments of 
spare time* I don 1 t expect to see 
anything concrete until next issue at 
t h e earliest * 

//The"" (sic)" was properly In- 
serted;, in my opinion,, The order, in 
the context of the season, lookc like 
a possible misorder or mistranscrip- 
tion; the "(sic) 71 (Latin for "thus'*) 
is there to sho'w that the order was 
what the player intended and was 
transcribed correctly,, I realize 
that there are publishers who like 
nothing better than the nasty habit 
of needling a person' s writing by 
Inserting sic to call attention to 
a ^resumed error... John Boardman of 
GRAUSTARK, for instance*..! used to 
do the same -ching myself in ^RlmiWGN. 
But it ? s not really very nice and 
I f ve given up the habit. But sic 
can also Indicate that something is 
correct a too, as in this case.// 
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//This is DW f s regular section for 
bobby news, reviews of hobby publica- 
tions, and such- like. We will print 
anything here which should be of inter- 
est to our readership* 

//All notices in^this section rep- 
resent the personal opinions of our re- 
viewers or information relayed to us by 
our correspondent s. They do not neces- 
sarily reflect any official attitude on 
the part of DIPLOMACY WORLD, nor does 
Dl accept responsibility for insuring 
unerring accuracy of news items submit- 
ted to us by others. We will naturally 
not print knowingly any false or mis- 
leading information, but something 
might slip by. Reviews and news items 
are annotated with the initials of the 
individuals responsible- (BB, Sill 
Becker; 'DB S Doug Seyerlein; .KB, Xonrad 
Baujneister; JC, John Caruso; FD, Fred 
Davis; BH» Bill High field; BL 9 3rux 
Linsey; RL, Rob Landeros; MM, Mike 
Mills; SM, Scott Marley; GO, Glenn Ov- 
er by; LP, Larry Peery; RW, Rod Walker. ) 

//Any active editor who wishes us 
to review his ! sine should send us his 
five most recent consecutive issues for 
review* Since reviews of established 
8 sines are on a space™ available basis, 
it would probably be best to inquire 
ftTSt before sending copies* Anyone 
wishing to send us a review of one or 
more ' ¥ zines is welcome to do so » *keep 
it -short and to the point. 

//Hews items should be current* 
If r,hey involve future events, see our 
colophon (p. 2) for information on 
deadlines and dates*// 



(John Weate). The blitz against Rus- 
sia worked just as advertized. Keith 
Sherwood has begged me not to reveal 
who the Russian player was* The East 
bogged down in a /f-way battle royal 
that saw Russia commit 3 units to the 
south in ,1901 (yay-yayi). The opening 
worked perfectly and even though Rus- 
sia got 2 builds (Rum and Bud) , he 
still put both in the south and we 
walked into the north. France did not 
move as aggressively into the south as 
should have been, and eventually the 
game resolved into an agreed 4-way 
draw (with 3 survivors; there were no 
eliminations) at the end of Spring 
190 Larry plans to publish the or- 
ders for this and the other game, time 
permitting. . . *RW 



Larry Peery is getting ready to 
begin publishing the BLACK AND 
BLUE DIRECTORY. This will be a list- 
ing of all players, publishers, cons, 
services, and other Diplomacy in forma 
tion for the State of California. If 
you are a Caiifornian engaged in Dip- 
lomacy activity, or know of someone 
is, and you have not yet heard of 




who 



Larry Peery, write him g'Box 8416, San 
Diego CA 92102, Also write Larry for 
further info on the DIRECTORY (such as, 
when , how much, and like that) • . . • LP 



KalamazooCon III will be held 

.Saturday 1? April 1982, from 9am 
10pm. A Diplomacy tournament will 
at' lpm, entry fee 82; at, the West 



lly 



Pile 'big news thish Is' that your 
kindly no n- playing Editor was fi- 

t ricked into his first FTF game 
arly a decade, This was at the 
PeeryGcn in San Diego at Larry 
3la.ee the night of 5 March. We 
"ocards. * * and the 2nd only had 6 
esren with one parson playing in 
So I agreed to play, and 
srmany. I b.ad just typed 

w what 
aglaad 
we got 



to 
be 

Main Hall. There may 
further info, contact 
Turwiil* Kalamazoo MI 
3 6937. • 



:ui near 

Js. -Cot l' 

Peery 9 s 
had two 
player> 
both g allies 
drew (oy) 

Mark Bar oh 3 e article, bo you kn 
sort of opening I suggest ad to 
(Mike Maston). He bought it, and 




be a prize . For 
Bill Becker, 310 
49007; (616) 



Rich Kovaicik 



a Western Triple Alliance with France 



We are told that 

has definitely folded T&TRAOU&Pi D. 
He is working °#itlx the. U.G0S on place- 
ment of games and will be forwarding 
game fee and sub monies* Anyone in a 
TETRACUSPIJ3 gasae should contact the 



USOS if 
See the 



you 3 ve 
"Hobby 



not beard 
Service 3 s ' 



from them, 
section. * • 



KB 



In an unusual (for this hobby, 
but not for him.) act of concern 
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and generosity, Bruce Linsey has trans- 
ferred $40 from funds supporting his 
Hovice Project to the USDS, which was 
in need of cash for expenses. The UGOG 
•.ad last summer waived about 5105 
v/hich had been offered them from the 
money raised at GenCon East, so that 
the funds could be sent to Linsey to 
cover the Novice Packet's heavy initial 
expenses. This kind of spirit of co- 
operation (USOS waiving the .money and 
the lip donating part of it back v/hen a 
meed arose) is what we need more of in 
the hobby. . . .RW 



fThe ZIHE DIRECTORY for 1982 is in 
the nrocess of being completed. 
Michael Mills, 47 Mayer Dr., Suf- 
'-rn NY 10901 has sent out info forms 
to all publishers and has urged that 
they be completed and sent back. DM 
certainly wants to second that urging. 
The ZD is a valuable reference, listing 
all Diplomacy publications here and a- 
broad , including publisher' s name/ad- 
dress, sub/game fees, brief descrip- 
tion, and so on. It's essential that 
■■like have complete and accurate info. 
The cost oi this year's ZD is $. 75, and 
it's well worth more. Mike announces 
that he will also accept paid ads, and 
will send a circular for his rates if 
y o u are int o rested. An d don 1 1 f o rget 
to sfwnd Mike the six bits .for your cony 
of ZIHE DIRECTORY b2. ...MM 



3 Attention Northwestern Dippers; 
Rob Landeros, 7605 Boston Harbor 
Met. , Olynpia MA 98506, is trying to 
contact all Diplomacy players in the 
Mo rt Invest (Washington, Oregon, Idaho, 
and maybe northern California), partic- 
ularly with a view to organising' MTM 
get-togethers and regional cons. we 
sent Ron a list of everyone we knew of 
in Washington State, but he would like 
to hear from anyone in the northwest 
area. . . . RL 



h Another area organisation is the 
Rochester Area Diplomacy .Players' 
organization (RADRO). This group has 
14-20 members at present and conaucts 
telephone, face- to- fac e, and aostal 
jipiomacy games. Anyone interested 
■ wjula contact Bill Highfiela, 2012 E. 
Miage Rd. , Rochester NY 14622; (716) 
26 6-7 200. . . .311 



| OTHER UPCOMING COM3. Those were 
| listed in i/H IT S ST 0M I A and ape oar 

perhaps to have Diplomacy tournaments. 
May 1982: MIGS III, 

Kit chen or 



-Waterloo Regional Police Assn. Recre- 
ation^ Center, Ontario. No fee. Con- 
tact Les Scanlon, 473 Upper Went worth 
St., Hamilton, Ontario L9 A 4T6. 

10-15 June 1962 : MichiCon XI, 
Cobo Hall, Detroit. Contact MDG, 
2616 Kentucky, Troy MI 48093. 

24- 27 June 1982 : GenCon East 82, 
Rickshaw & Holiday Inns, Cherry Hill 
MJ. As indicated elsewhere, a not- too 
-reliable source claims this Con has 
folded. 7/hatever; contact P.O. Box 
139, Middletown NJ 07748. 

25- 23 July 1982 : DipCon XV, with 
Origins 82, Baltimore M}. See else- 
where thish. 

... JC 



■ JIHAD is returning after a long 
1 hiatus caused primarily by the 
severity of the winter weather and oth- 
er problems which occur in real life. 
Glenn Overby, 23096 Tawas, Hazel Park 
MI 48030, has announced that JIHAD is 
not dead, merely sleeping, and is about 
to wake up* If you are a JIHAD player 
and for some reason have not heard from 
Glenn, please contact him immediately. 
... GO 



l^y THE GAJIES EXCHANGE Is the name of 
an excellent but highly irregular 
•publication put out by Scott Marley, 
12632 Owidler Pi*, Oanta Ana OA 92705* 
It is a newsletter for game collectors 
which primarily lists want ads by peo- 
ple buying and selling games. It is 
sent free of charge. *. just ask ...and 
It also charges nothing for listing 
your wants/offers. Donations are ac- 
cepted, but the ' zine is not on a sub- 
scription basis. . . oM 



(CALIFORNIA REPORTS ##23 & 23 are 
out, and if you are at all Inter- 
ested in home computers. especially 
in their application to Diplomacy. . . 
you should be getting this. Subscrip- 
tions are 1 GAGE (9 n letter envelope) 
per Issue. OR will be a forum for 
people to use In comparing different 
kinds of home computers, as well as 
discussing how to use them for purposes 
of the game. Good deall ...RV/ 



36 



THE WOOD BLOCK CONTROVERSY contin- 
ues to perk right along. Fred Da- 
vis, Jr., I427 Clairidge Rd« , Baltimore 
MD 21207 > is more or loss spearheading 
a complete investigation ' 0 £ the prob- 
lem, with an eye toward identifying 
possible sources of wooden blocks for 
those that wish them. He has been 
sending out a lot of information piece- 
meal about sources for painted and un- 
painted blocks, really fancy sets with 
tanks and dreadnaughts, and so on, and 
plans a definitive report on the sub- 
ject before DipCon XV. If you know of 
any sources of actual Diplomacy wood 
blocks, or of amateur-produced substi- 
tutes, please contact Fred. Once Fred 
has his report ready, part or all of 
it will appear here. Fred also plans 
to have at least some samples of al- 
ternatives to the little plastic pie- 
ces with him at DioCon XV. . ,.FD 



nHave you seen THE ZINE OF LISTS? 
Why not? This clever collection 
by Al Pearson, Box 893, Charles Town 
WV 25^-i^f sells for a buck, as I recall. 
It is a Diplomacy take-off on the Book 
of Li st_s and features such things as 
the 10 Most Influential Irishment in 
Diplomacy, 10 Best Vacation Spots for 
Diplomacy Piayers, 10-J- Best Diplomacy 
Variants, The Ten Most Obnoxious Yan- 
kees, 15 Best Songs to Play Diplomacy 
By, and other things to mentionable to 
enumerate. And Al is working on a 2nd 
volume; he has received a ream of lists 
from me, including a list of Diplomacy 
Saints, Astrological Signs of the Great 
Powers, 10 Best Diplomacy Players of 
All Time, and other things utterly un- 
mentionable. Buy a copy and/or send 
Al your Diplomacy lists. - • - RV/ 



ONEW ' ZINBS are not exactly bustin 1 
out all over these days, but we 
have seen a few. 

1. IMBROGLIO, Martin Schaaf, P.O. 
Box 3252, Fullerton CA 92634. The is- 
sue I have is In the nature of a flyer 
announcing the ' zine, so it's hard to 
tell what the actual publication will 
be like. Will run games of Diplomacy 
(which allow spies), Supernova, and a 



variant called "Worldwide 
I ' v e- not yet 



ip. 1 ' that 
jecn. Game fee is $15 i 
you join before 1906; 77 after 190$. 



2. CONFLICT, Jeff Sloan, 722 
Northern Hts. Dr., Rochester Mil 55901. 
1 have seen only /aLj which is Intro- 
ductory. An earlier announcement said 
this was to be named ARAGORN, but as 
you can see plans have changed. The 
first issue is digest-sized; good 
printing, but Jeff can't draw much 
better (a little, though) than I can. 
Game fee -is £3-50 to plus 1 SA3.E 
per issue. Sample is $.50- Will 
carry Diplomacy and a variant I've 
not seen yet, All Out War. 

3. WINSOME LOSESOME, Judy Win- 
some, 749 21st Ave-, Apt. 3 ? San 
Francisco CA 94-121* . WE #3 Is already 
out. I predict that when the results 
are in on the Class of f 52, IVL v/ill 
be a strong contender for pick of the 
litter. This is a bqauti fully typed 
and printed full-sheet 'zine with a 
very creative editor. Considering 
the general literary level of most 

1 zines these days, one is amazed to 
find that Judy can not only write a 
decent English sentence, she can do 
wo with clarity and charm. It has 
been observed in many quarters (my- 
self, John Michalski, Scott Marley) 
that this 1 zine looks and feels like 
the product of a longtime Dipper. I 
say it smells like the early 70s. I 
wrote Judy to ask if "she" were in 
fact Edi Birsan, which she denied in 
WL 3. I am not entirely convinced. 
One of the side benefits of getting 
this ' zine v/ill be trying to figure 
out who the editor really is. Game- 
fee is a sub only... S. 20 plus pos- 
ta^^ A sample is S.*fO. . . . RW 

P^THE DRAGON AND THE LAMB , Steve 
McEendon, Box 57066, Webster TX 77598. 
Subs are 10/556. Gamefee is S3. 50 
plus sub plus NMR deposit (refund- 
able) of $2.50. D&L is a well-run 
and established v zine. The games are 
run using an A computer, which I 
suppose means that if there are going 
to be any adjudication errors, they 
will be monstrous (you all know how 
computers are!). Seriously, I'm not 
sure whether Steve has ironed out 
all the bugs yet, but the games seem 
to be progressing quite smoothly. 
Steve works for RASA and writes 
quite a bit about our space program, 
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which I find very interesting. He also 
discusses his other gaming interests 
and politics to some extent. There are 
articles and occasional editorials, and 
a small-to-medium sized letter column 
yvith Mark Berch as the most prolific 
contributor. The f zine is published in 
iigest format. . ..BL 

//"Digest", in case the term is 
in familiar, is 5ixQh 9 a little smaller 
than D • W . (which is 7xSi. I do not see 
D&L all the time, but issues I have 
seen are always interesting, and clear. 
. . . RW// 




There are 
the Great 
' zine has 
hat interest, 
icks Ln. , Ore 
re 10/36, but 
ub to greater 
sine carries 
anies plus Kin 
re game cpeni 
e fundable $3 
ou don' t miss 
s an active 1 
ther material 
tance, pubiis 
.irica. This 
zine, and Zrl 
ore standby p 
est size, red 



quite a few Dippers in 
Neck NY area. At least 
been generated by all 

AImDUIN (Eric Kane, 109 
at Neck NY 11024). Subs 
with discounts if you 
numbers of issues. The 
regular and variant Dip 
gmaker thus far. There 
ngs @ $2 plus sub plus a 
NHR fee (refundable if 

any de adli nes). Th ere 
etter column and often 

ANDUIN 7, for in- 

hed a new variant set in 
is a new but enthusiastic 
c is interested in having 
layers. The 'zine is di- 
uced print. , * * RW 



Good things come out of 
The Walker family, for instanc 



Jemphis. 



but that* s another story. More recent' 
ly we have iOJROPA EXPRESS (Gary Cough- 
Ian, 4614 Martha Cole Ln. , Memphis TN 
38118) . This huge digest- Hi zed T zine 



y pic ally runs over 30 pages of reduced 
r i n t . T hi s is d e f i ni t e 1 y a r e a d e r 1 s 
gantic LoC section, 
articles, and the usual 



8 zine, witn a 
reams of pres 



hobby iooniness, all conducted with 
considerable style and panache by the 
editor. Subs are 10/ $6 in the U.S., 
Can $7 in Canada (cash, no checks), and 
US^IO in Europe, For kibitzers, maps 
are published with the games. Every 
issue (the * zine is now a year old) has 
ceen interesting and worth getting. No 
back issues are available, alas. There 
are many unique ...good... things about 
E.E m and we recommend you try it. 
o • A R\I 



Eric Ozog and friends are organ- 
izing a ChicagoCon, a Diplomacy 
(&r other wargames) fest for Midwest- 
erners. The site is Chicago, and an 
attempt will be made to provide hous- 
ing for people from out of town with 
Chicago gamers. The Con will be held 
at an as-yet undetermined date in May 
or April. For details on this and 
perhaps future ChicagoCons, contact 
Eric Ozog, 1526 N. Lawler Ave., Chi- 
cago IL 60651. - • • RW 



m 



tlf you are at all interested 
what people have been doing, 
saying, and writing in the hobby over 
the years, you will be very interest- 
ed in DIPLOMACY DIGEST (Mark Berch, 
492 Naylor PI., Alexandria VA 22304) • 
Subs are 10/ £3. 50 ($4 in Europe). 
This established and valuable publi- 
cation reprints articles and other 
material from the Editor's large li- 
brary of Dipzines, Original mater- 
ial, such as Mark 1 s tournament re- 
cordings, hobby personality inter- 
views, and so on, are also printed. 
Many issues concentrate on a single 
theme... DD #55? for instance, had a 
lot of interesting reprints on losing, 
DW has strongly recommended DD for a 
number of years, and we still regard 
it as one of the finest 
in the hobby. „ . .RW 



publications 



UTHE DOGS OF WAR is a Dip sine in 
very much the old (late 60s, 
early 70s) style* it is mimeo-print- 
ed on softish green paper, full sheet 
size ( 31x11} . It contains well-run 
games, articles, hobby news, press, 
and a large dollop of congeniality,, 
Subs are 10/34 from John Daly, Rt 2, 
Box 136-M5, Rockwell NO 28133. There 
are no game openings at the moment* 
You may also see (at least in some 
previous issues) articles on food by 
a certain west coast writer whose 
initials are . ..RW 



VPELLENNORATH #5 
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#5 covers the romanti 
early 20th Century fo 
Dipzines were named., 
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CA 92024. ...RW 



38 



POSTAL GAME OPENINGS 



in North America 



This listing is compiled from the -February and March (,■/-;/-! 9 and 20) of 1 " Nf. ,VED- 
RIA* This publication is edited and published monthly by Rod Walker, and lists 
ail postal game openings known to us for Diplomacy, Diplomacy variants, and 
strategic multipiayer games similar to Diplomacy. The current issue of PGNTE- 
VEDRIA is always available from us for a SASE (stamped, self- addressed envel- 
ope. ) Anyone having game openings should write us with full information. The 
data in this list is condensed from the fuller information in PCNTEVLDRIA. 



DIPLOMACY WORLD does not itself offer 
postal Diplomacy games (other than our 
invitational Demonstration game). The 
listings below do not constitute an en- 
dorsement of any GM or publication. 
DIPLOMACY WuRLD assumes no liability 
with respect to any game, GM, or publi- 
cation. These are amateur f zines, sub- 
ject to all the uncertainties of the 
breed, and prospective players are ad- 
vised to exercise due caution. 

A good method of checking out a 
f zine you may wish to play in is to or- 
der a sample copy or two. Normally 
publishers have back issues to send. 
A good way to become involved in postal 
play with minimum risk is to become a 
n stand-by" player, waiting for vacan- 
cies in ongoing games due to resigna- 
tions or dropouts. Usually standby and 
replacement players are only asked to 
keep a current subscription. 

HCW TO USjL THIS LIST: Entries are 
alphabetical by GM name. A typical en- 
try shows: iLuie, address; 'ZINE NAT-IE, 
frequency, cost to play, cost of a sam- 
ple issue. Frequency is shown as: m, 
monthly; nw, number of weeks between 
issues. Co_st s are shown as: Gf, game- 
fee; Nf, NMR fee (refundable is player 
does not miss deadlines) ; Dep, other 
refundable deposit; sub, subscription 
rate. Sample cost is indicated by the 
symbol s/ , Games offered are shown by 
symbol only: *, regular Diplomacy; @, 
variant Diplomacy; #, non- Diplomacy 
strategic multi-player games. - 

* Steve Arnawoodian , 60 2 Hemlock Cir- 
cle, Lansdale PA 19446; COAT OF ARMS, 
4w, Gf ^3, _ s/??. 

v @ Herb Barents , 1142 s, 
Zee! and Mi 49464; E- AST, 
sub l'5/.A, s/3ASE. 

* J ohn Boardman , 234 



96th Ave. , 

Gf $3 olus 



3w, 



St • , 



Brooklyn NY 11226; 
§15, s/??. 



GRAU5TARK, 3w, Gf 



* # Jim Bumpas , 
Eugene CRf 97405; 
Gf $3 plus sub 10/S5, 



1405 V/. 26th Ave., 
LIB ERT ERRS Ail , 2/m, 



i/ BASE. 



@ Fred C. Davis, Jr. , 1427 Clair- 
idge Rd., Baltimore MD 21207; 3USH- 
WACKER, m, Gf S7, s/SASE. 

Fritz , 6777 Doriana St., 
San Diego CA 92139; DAMN THE 
TGRPEDOS, m, Gf sub only to THL SCHE- 
MER (Steven Duke, Rt. 3, Fairfield 
Pike, Shelbyville TN 37160) 12/^4«75 ? 
s/2 20c stamps. 



"5k, 



1f 



it Elizabeth R, 



Guy R, 



Hail , 1103 
-B Lorrain St., Austin TX 78703; THE 
GREAT WAR IN MODERN MEMORY, 2w, Gf $6 
- 10 , s/ 20 c st amp . 

@ Scott Hanson , 701 SE 15th Ave., .. 
Minneapolis ML 55414; IRKSOME!, J+w, 
Gf sub 2ic/page plus postage (47- 65c 
/issue), s/2 20c stamps. 



* Steve Hoinowsk i, 12034 Pyle, Ob- 
erlin OH 44074; TER-RAN , 4w, Gf %3 
plus sub 3/Si 9 s/ 20 c st amp . 

* 'r Lu Henry , 6056 Waverly, Dearborn 
Heights MI 43127; TACKY , m, Nf %3~3 
plus sub lOc/issue plus postage (20- 
27c), s/free. 

* Ray Heuer , 162-10 67th Rd. , Jam- 
aica NY 11432; CARN DUM, m, Nf $1 
plus sub SAGE/issue. Not currently 
publishing, plans to run games by 
carbon copy; inquire.) 

*@# Eric Kane , 109 Hicks Ln. , Great 



olui 



Neck NY 11024; ANDUIN , m, Gf . 
Nf $3 plus sub 3/%3 9 s/20c stamp. 

*@ Bruce Linsey , 24A Quarry Dr. , 
Albany NY 12205; " THE VGIC^ 07 DOOM, 
4w (or more frequently), Gf ;>3 pl us 
Nf $3 plus sub 20/Sli, s/SASE (37c ). 
(Continuea on oar;e 26.) 



Hobby Services 

(A PARTIAL LIST) 

It is our policy that our read- 
ers, and Diplomacy players in gener- 
al, should be well acquainted with 
the cervices available to them. Be- 
fore I became Editor of DW, I had 
started to publish a r zine called 
2IMIAMVIA which would list this in- 
formation and which would be distrib- 
uted to many of the hobby f -s * zines 
for reprinting. ZIM is now replaced 
by a regular listing in D.W* 

We urge you to take advantage 
of the services and general informa- 
tion sources listed here* They ex- 
ist for your benefit. If you have 
trouble locating something you need, 
please send a SASL (self-addressed 
stamped envelope) with your Inquiry 
to DIPLOMACY WORLD and we'll see if 
v/e can't locate it for you. 

^BCmmpJl NUMBKR CUSTODIAN. Don 
Litter, 910 Hope St., #I2A, Stamford 
CT C6907. Assigns Eoardman Numbers 
to new regular games In North Amer- 
ica* Reports game statistics on 
completed games. .Publishes BNCzine 
through Bern Sampson, 123 6th St., 
Middlesex NJ 08SA-6, to whom subscrip- 
tions should be sent (3c/page plus 
postage; cond $5 to establish sub). 
If you have information about any 
gome which might make its regular 
status questionable in the opinion of 
anyone compiling a rating system, 
please contact Don, 

■ ■ ■■■ .... . ., | -. , I i- -m ^m'm n ii. i ii tmi 

ORPHAN GAMES: THE UNITED STATES 
OPPRAN SERVICE. If your postal Dip- 
lomacy game has been abandoned by 
your GM, or is being mishandled in 
such a way that it amounts to aban- 
donment contact the TJ30S, which 
helps players find new homes for 
their abandoned games* The USOS has 
two co-directors: John Daly, Rt. 2, 
Box 136-M5, Rockwell NC 28138. And 
Kathy Byrne, 160-02 43rd Ave. (2nd 
Floor), Flushing NY 11358 • 

in Canada, orphans are placed by 
the CDC (Canadian Diplomacy Organiza- 
tion)* Head of the CDO Orphan Service; 
is In the U*S.: Andy Lischett, 3025 
• Davlin Ct., Chicago IL 60618 

""""OMBUDSMAN SERVICES. An Ombudsman 
Is a disinterested party whose servi- 
ces can be called upon in ;the resolu- 
tion of disputes. Players and GMs 



3? ii! 

who are having that sort of problem 
should contact one of the available 
Ombudsmen for assistance. There 
are two known to us. One is elec- 
ted by the NADF (North American 
Diplomacy Federation, a nonpolitical 
association of project Custodians). 
The other, by the CDO (Canadian 
Diplomacy Organization, a nonpolit- 
ical association of Canadian GMs) . 
Both are Canadians. The NADF Om- 
budsman is Randolph Smyth, 212 SE 
Aberdeen St., Medicine Hat, Alberta, 
CANADA T1A 0R1. The CDO Ombudsman 
has recently resigned and an elec- 
tion is being held to replace him. 
Randolph Smyth may be elected to 
that post as well. 

*" "HOBBY REPRINT SERVICE, "fhe 
published literature on Diplomacy is 
vast. Most of it is out of print. 
Mark Berch, W2 Naylor Pl. ? Alexan- 
dria VA 22304. publishes DIPLOMACY 
- DIGEST, whose primary purpose is to 
publish the older, but still valua- 
ble or interesting, material and make 

Iit available to everyone. Subscrip- 
tions to D.D. are $3*50 for 10 Is- 
, sues. Because of his long experience 

and wide knowledge, Mark is also on 
; occasion asked to serve as mediator 
or ombud sman in particular disputes. 

MILLER NUMBER CUSTODIAnT John 
; Leeder, 121 NE 19th Ave., Calgary, 
Alberta, CANADA T2E 1N9. Assigns 
Miller Numbers to now variant games 
and reports game stats on completed 
games. Publishes MNCzine (currently 
~ LORD OF HOSTS). Any GM running a 
variant game should contact John for 
a MN and should send complete game 
stats to him, on completion, for pub- 
lication. 

(On variants in general, see 
Lew Pu lsipher 1 s article in DW 29.) 

ZINE DIRECTORY. A virtually 
complete listing of all Dipzines in 
the world is available for $.75 from 
Mike Mills, W? Mayer Dr., Suffern NY 
10901. The ZD indicates name & ad- 
dress of publisher, sub price and 
other fees, and brief description of 
3 general nature of contents, size & 
publication, and so on. An indis- 
p ensible gude to the hobby. mmmmmmmmm 

DIPLOMACY WORLD. You're read- 
ing it. Service to our readers and 
the hobby is our primary goal. Let 
us know what you'd like to see. 



BACK PACE 



Th/8 GENERAL 



WHAT??? 
GENERAL? TG 
* zine, and it' 
on all the 
ideas, and 
ready out 



You don't receive THE 
is Avaion Hill's gaming 
s the one way to keep up 
latest in new games, new 
new thinking on games al- 
You will even find some 
material on Diplomacy (Lew Pulsipher 
recently contributed some excellent ma- 
terial, for instance). We strongly 
recommend this fine publication. and 
its companion, THE ALL-STAR REPLAY, 
which covers Avaion Hill's wide range 
of sports gaming. And here, below, is 
all you need to subscribe: 

THE GENERAL MAGAZINE 

H 1 YEAR $9.00 

□ 2 YEARS 14.00 

□ SAMPLE ISSUE 2.50 



THE ALL-STAR REPLAY 

H 1 YEAR $7.50 
□ 2 YEARS 12.00 
L] SAMPLE ISSUE 2.00 



(USA SUBS ARE 
POSTAGE FREE, 
CANADA & MEXICO 
ADD $9.00 PER 
YEAR, OVERSEAS 
ADD $12.00 PER 
YEAR, BACK ISSUES 
ADD 10, 20, 30% 
RESPECTIVELY.) 



OK, SEND MY SUBSCRIPTION TO" 



Name 



Address 



City /State 
Apt. n _ 



Zone 



RENEWAL 



NEW 



PLEASE INDICATE METHOD OF PAYMENT 

C CHECK C MONEY ORDER □ CASH □ CHARGE 
□ AmtT Exp. □ Master Charge □ VISA 



ACCOUNT NUMBER 
INTER BANK * 



Exp Date 



SPECIAL ANNOUNCEMENT 

Beginning with next issue (#31) 
DIPLOMACY WORLD will pay for arti- 
cles accepted at a new, increased, 
rate. Our rate of payment will be 
a minimum of 1/lO-cent per word, to 
be paid upon publication. IVordage 
will be computed at 35 words per 
column inch in typed ms« (that is, 
about 6 lines an inch; in printed 
form it's about 7i lines an inch). 
Minimum payment for an article will 
be $2. Cash payments will be made 
to subscribers automatically and 
to others only by special arrange- 
ment. Non- subscribers will normally 
be paid at our previous rate of a 
contributor's copy of the issue in 
which their work appears. 

We expect our rate of payment 
to rise as the financial health of 
D.W. improves. Generally speaking, 
DW will pay at a higher rate for 
completely original material than 
for items which have been previous- 
ly published (even if in rewritten 
form). Please note that our guide- 
lines are available for SASE. Note 
that payment is for the article as 
finally edited and published, not as 
submitted and/or accepted. 

We are looking for the best 
thinking and the best writing in the 
field of Diplomacy, and anyone is 
welcome to submit to us. We are al- 
so looking for good artwork, car- 
toons, and even fiction and poetry 
if related to Diplomacy. Good humor 



The 

AVAL0PN HILL 
Game Company " 



SIGNATURE 



4517 Harford Road, 
Baltimore, Md. 21214 
(301) 254-5300 



( 




